Getting around in the city: The use of the geolocation based application qando in finding the way by Višković, Ana
UNIVERZA V LJUBLJANI 
FILOZOFSKA FAKULTETA 









Getting around in the city 
The use of the geolocation based application in finding the way 
 
Po mestu naokrog 












Mentor: doc. dr. Dan Podjed 
 
 
Študijski program: Kreol/Creole - Kulturna 









Getting around in the city: The use of the geolocation based application qando in finding 
the way 
This master thesis deals with the use of the geolocation application qando in everyday life in an 
urban environment, precisely in Vienna, Austria, where the public transportation services are 
well organized, and discusses the impact such geolocation applications have on perceiving the 
environment. For the purpose of this research, the participants in the study were newcomers or 
students on an exchange programme. The thesis explores the anthropological views on how 
space and place are made. Meanwhile, extended agency and Actor-Network Theory cover the 
use of technology in the relation between human and non-human objects in creating a social 
action. The empirical part shows that the use of the geolocation application qando indeed 
changed participants’ understanding and perception of the city. It is also evident that the users 
of smartphones combine two geolocation applications when moving around the city. When 
there is an established routine the use of these applications disappears. The use and perception 
of affordances of the application is subjective and also depends on the design and signifiers. 
This master thesis explores traditional ethnographic research methods in contemporary 
technological society to identify obstacles in studying the relationship between humans and 
technology. 




Po mestu naokrog: Uporaba geolokacijske aplikacije qando pri odkrivanju mesta 
Magistrsko delo predstavi raziskavo uporabe geolokacijske aplikacije qando v vsakdanjem 
življenju in urbanem okolju, natančneje na Dunaju v Avstriji, in oriše njene vplive na percepcijo 
okolja. Udeleženci raziskave so bili novi priseljenci in študenti na študijski izmenjavi. 
Raziskava izpostavi antropološke poglede na ustvarjanje prostora in kraja, pri čemer se avtorica 
opre na razlage o podaljšani tvornosti in teorijo akter-omrežja (angl. Actor-Network Theory), s 
čimer skuša razložiti povezavo med človekom in nečloveškim akterjem, ki skupaj tvorita 
družbeno akcijo. Empirični del naloge pokaže, da uporaba geolokacijskih aplikacij vpliva na 
zaznavanje in dojemanje okolja. Poleg tega uporabniki izmenoma in dopolnjujoče uporabljajo 
dve aplikaciji za gibanje po mestu. Ko je ustvarjena rutina, se uporaba aplikacije izniči. Uporaba 
in razumevanje aplikacije in vseh njenih »ponudkov« (angl. affordances) sta subjektivna in 
odvisna od oblikovanja aplikacije ter oznak v njej. Z uporabo tipičnih etnografskih 
raziskovalnih metod v raziskovanju sodobne tehnološke družbe skuša magistrsko delo določiti 
še ovire pri proučevanju razmerij med človekom in tehnologijo. 
 
Ključne besede: geolokacijska aplikacija, gibanje, ustvarjanje prostora in kraja, podaljšana 
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E: “Are we there yet?” 
S: “I don´t know.” (short break) 
E: “Where do we change again? And how far away is it from the station?” 
S: “Let me check (qando) again.” (short part of a conversation between the participants 
in the metro). 
 
Who cannot relate to the short conversation above? Surely one has encountered something 
similar when travelling from one destination to another. This conversation was something I 
could quite commonly hear when using public transportation in Vienna, and I even took part in 
such conversations myself. This raises questions about the concept of space and time and the 
use of geolocation applications on our smartphones to go from one location to another. How 
could such a short conversation catch my interest? Because it was all-pervasive all the time, 
and it became ubiquitous. At that time I was spending my study exchange year in Vienna, which 
was an ‘unknown’ city to me, ‘unknown’ in terms of not knowing the city as I had never been 
there before. As I was unfamiliar with the layout of the city of Vienna, I needed to refer to 
geographical maps in order to not get lost and lose precious time. I realised that it was also a 
popular reference among my peers and therefore its use and appropriation caught my attention.  
The processes of getting to know new surroundings vary amongst individuals, and it all comes 
down to our embodiment in relation to the world. Our relationship to the world and how we 
create our world consists of social, cultural, and economical conventions that are negotiated 
and conveyed through various practices (Bourdieu 1977; Csordas 1990; Ingold 2002; Muršič 
2006). We acquire practices and perceptions of our world with the mind and the body; therefore, 
it is embodied knowledge (Bourdieu 1977; Csordas 1990; Merleau-Ponty 2005; Muršič 2006).  
Practices, which embody our knowledge, are a result of constant (re)production, invention or 
abandonment between humans and institutions. Giddens introduced the theory of structuration 
in the early 1980s, which explains how social structures are created and reproduced through 
practices. The social structure is an on-going active outcome and reproduction of practical 
activities between individual actors and institutions (Giddens 1984; Shove, Pantzar, and Watson 
2012; Whittington 2015). Social systems exist on various levels; a person participates in various 
levels of multiple social systems (daughter, employee and immigrant). Therefore, a person 
follows or refuses the rules of the social systems. The rules of social systems include not only 
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legislation, but also routine, habits, procedures, and conventions, which we typically evaluate. 
This is an unconscious process and it is defined as flow (Giddens 1984; Shove et al 2012; 
Whittington 2015). The unconscious process is influenced by practical consciousness. Practical 
consciousness includes know-how, background knowledge and understanding, cultivated skills 
and a shared understanding of good and appropriate performance that are consequently judged 
(Giddens 1984).  
The embodiment of practices and perceptions are pursued in this paper by applying concepts of 
activity such as extended agency and Actor-Network Theory, to the use of a geolocation app, 
also known as the location-based application qando. The use of the application, which will 
further on be referred to also as the app in this thesis, exposes how one experiences a city. The 
app’s appropriation translates the connection and relation that humans have to objects, and it 
also says a lot about the world and environment or the zeitgeist, i.e. the spirit of time we live in. 
From the beginning of designing this thesis I wanted to inquire into the relationship between 
humans and smartphones. First, I regarded smartphones within the framework of material 
culture. Material culture is studying our engagement with the world through material objects. 
If originally characterized by tools and non-technological objects, material culture has shifted 
to the relation between humans and technologies, as the rise of electronic media technology has 
dominated human life. New technologies have given space to develop new subfields, such as 
digital anthropology and science studies, or science, technology and society (STS) in sociology. 
Digital anthropology focuses on everything that has been created in binary code that has enabled 
easier information and communication, creating new possibilities of convergence between a 
plethora of distinguished technologies and content, which the human engages with (Horst and 
Miller 2012: 3). STS turns to the relation between humans and technology as a set of reciprocal 
influential actors (Akrich 1992; Latour 2005; Law 2007). Therefore, I wanted to combine both 
of these: digital anthropology to consider the mundanity of relations between humans and 
technology, and activity theories to develop a deeper understanding of how these connections 
are intertwined and established.  
One of the first and most influential ethnographies conducted within digital anthropology was 
by Tom Boellstorff, about the virtual world called Second Life. Second Life, introduced online 
in 2003, is a free 3D online virtual world where users can create, connect and chat with other 
people from around the world. Boellstorff, who conducted the research between 2004 and 2007, 
used the traditional methodology of anthropological research to test them and see if they would 
be a good toolkit to do research in the virtual world (Boellstorff 2008). The two worlds, actual 
and virtual, are not two autonomous spaces. “What makes these virtual worlds real is that 
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relationships, romance, economic transactions, and community take place within them—in 
short, that they are places of human culture. It is this social reality that links virtual and actual” 
(2008: 245). 
Not only were the residents engaged in activities and relationships in the virtual world that 
perhaps they would never be able to experience in real life, but the lives and thoughts of the 
virtual life were also present in the actual life. Boellstorff described that “the resident would be 
looking for a favourite shirt, before remembering that the shirt was located only in the virtual 
world, or some of them would try to right-click on the things in real world and expect that a 
user interface pops up, or even write their avatar names in the real world or wondering how 
many prims had been used to build that thing” (2008: 246). 
Over the last few decades, a fresh paradigm in anthropology has turned the focus from studying 
structures of societies to agencies in creating our world, and thus the dichotomy between the 
subject and object tends to be diminished. Ubicomp is another concept that is concerned with 
the solution and practices between technology and humans. Introduced by a computer scientist 
Mark Weiser, who is considered to be the father of ubiquitous computing, ubicomp – ubiquitous 
computing – claims that technology is so embedded in our lives that it is ubiquitous and 
invisible. Weiser, saw it as a combination of different disciplines, from computer science to 
cognitive and social science (Weiser 1991; Dourish and Bell 2011). Ethnographic methods were 
first introduced to ubicomp “in response to the perceived problems of moving from laboratory 
studies to broader understandings of the social organization of settings of technology use” 
(Dourish and Bell 2011: 67). Bell and Dournish claim that there is space for anthropology and 
ethnography between technology and social science, as technology is a site of social and 
cultural production and provides occasions for enacting cultural and social meanings. Social 
life is entwined with technologies and technological practices and these are already embedded 
in the social systems that they reflect, reproduce and transform (Dourish and Bell 2011). 
Various modern modes of communication have changed and re-defined what it means to create 
space and place in our world (Muršič 2006; Horst and Miller 2012; Wajcman 2015). In the 
master thesis the definition of space is entangled with embodiment and its perception in using 
technology and mobility. My research interest was how people use the geolocation application 
qando to move around the city. Movement and the use of technology are closely intertwined 
due to the nature of my fieldwork, where public transportation in Vienna has good infrastructure 
and runs more or less smoothly. However, before conquering the transportation system and 
locations in Vienna, one needs to learn the various ways to move around. Here is where the 
application qando and other applications become handy tools. In the theoretical part I will 
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explore the aspect of creating space and place through embodiment. Secondly, I will introduce 
the aspects of Actor-Network Theory, which will be used in the presentation and analysis of 
the fieldwork. The methodology will be described in the third chapter, followed by the empirical 
part. But before marching onto the theoretical part, I will introduce the application qando, which 




1.2. About qando  
Qando is a geolocation application that offers information about public transportation services 
in the city of Vienna. It has been helping move people around the city of Vienna since 2009. 
As almost every application does, qando (it is written with lowercase letters) has gone through 
optimisation and updates, but it still offers the same service of providing data about the type 
and time of transportation in order to create an easier experience in moving around the city. It 
gives real time data about departures, changes and arrivals of all public transportation (metro, 
trams, buses, trains). In short, it is a route planner, giving information about the infrastructure’s 
real time availability, such as lifts and escalators, and geographical and statistical data of 
stations and stops. It also offers maps, a geographical map and maps of routes and plans, and in 
addition to notifications about disruptions, there are also help, feedback and filter sections. If 
one is considering buying a ticket, an additional application must first be downloaded, which 
enables the user to pay. Data shows that it is being used by 1.5 Mio users, with a monthly 35 
Mio searches. (“Qando | Service | Fahrgastinfo | Wiener Linien” n.d.) 
 
Image 1: Qando’s logo 
 










In summer 2017 Wiener Linien (Vienna’s public transportation service) introduced a new 
application WienMobil that links the different mobility-services (modes) that are available in 
the city, such as public transportation, city-bike, car-sharing, taxi, and parking garages (in terms 
of P+R – Park and Ride). The user can buy tickets for public transportation, reserve a car, or 
call a taxi in just a few taps. Along with the route planner and available options, the app’s 
research engine results show prices and environmental data that enhance the individual's 
decisions on a particular option. However, since several updates, that option is not available 
anymore. This latest application leans even more toward the Mobility-as-a-Service (MaaS) 
notion, which combines public and private transportation modes into one single and smooth 
experience of mobility within a city.  
The geodata and schedule data have already been made publicly available to developers of IT-
solutions through the project Open Government. However, there has been criticism because the 
data was not suitable for Google Maps and therefore not integrated into one of the most popular 
applications for finding one’s way. At the end of summer 2017 Wiener Linien made its data 
available in Google-Format General Transit Feed Specification (GTFS) in order to enable an 
easier experience to move around the city. Since then, public transportation schedule, 
geographic and fare information have been available also on Google Maps. 
The city of Vienna predicts that in the near future the population will reach 2 million residents, 
which will bring new challenges regarding energy requirements and mobility in a city that 
aspires to be environmentally friendly while not compromising its high quality of life. 
Therefore, the city of Vienna is working together with scientific institutions in the fields of 
research, technology and innovative initiatives, in order to reach its goals within the Smart City 
of Vienna strategy and within the guidelines of the city’s development planning STEP 2025  







2. Theoretical Part 
2.1. Space and Place 
Finding one's way in the city is different from person to person, depending if a person is familiar 
with a city or not. For someone who has grown up in a city, the city´s outline and surroundings 
is unquestionably embodied within him, thus moving around does not require much thought. 
For a newcomer or a tourist, not knowing the surroundings results in using maps and perhaps 
also guides. As a part of the process of orientating oneself in the city, people develop a map in 
their head. However, this mind map is different from the map of a person who has grown up 
there. Tim Ingold argues that the difference lies within one´s sense of being somewhere and the 
ability to locate one’s own position in terms of how a map has been created. The ‘native’ map 
is, according to Ingold, a more condensed history than a representation of space. The 
newcomer’s map is a process of mapping (graphic inscription) that later turns into knowing 
stories (storytelling) (Ingold 2002: 219–200). The newcomer’s map is indeed created 
differently; I know this from my own experiences of travel and later moving to a different city. 
The metro map had always been a reference point. I would apply it to the bigger layout of the 
city and later I would make connections to places by remembering buildings around the metro 
stations. By the time my mind map had grown bigger, slowly merging into one map with a 
cartographic map and referential points, it had begun to include past events on particular spots. 
Participants in the two focus groups, which consisted of exchange students and young foreign 
people, had similar experiences to mine in finding their way in the city and creating a mind 
map. I would suggest it is a common practice of newcomers in town, if using the public 
transportation system.  
The following chapter introduces the various concepts of space and place, followed by the 
differentiation of wayfaring and navigating. In order to avoid misinterpretations of important 
concepts of space and place, I will use Tim Ingold’s definition of what a place is in relation to 
movement. “Places do not have location but history,” he explains. “Bound together by the 
itineraries of their inhabitants, places exist not in space but as nodes in a matrix of movement. 
I shall call this matrix a region” (2002: 219). The place is created when one has made some 
history on that ‘location’. A newcomer to town must first discover a ‘location’ and he later 
makes another discovery of another ‘space’, whereas a native has had different ways of 
discovering and living in that location, having turned it into a ‘place’ as a result of moving 
within the ‘places,’ or more correctly, throughout the ‘region’ (2002: 219–202). A place is 
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therefore familiar to a person, where they had been before and engaged in social practices. If a 
place is a smaller unit connected to regions and ‘floating’ in space, what is space? Space has 
always been regarded in relation to human beings and their understanding of the environment 
or world and conventional practices. Henri Lefebvre (1991) defines space as a social product. 
Every society produces its own space, its own mode of production and specific relations of 
productions. The social space is constructed by two types of relations, the social relations of 
reproductions and relations of production. The first addresses the intergenerational and gender 
relationship, whereas the second addresses the hierarchical social functions. They are of course 
intertwined in creating a social space. In order to point them out, they must be defined through 
their distinction (1991: 30–31). According to Lefebvre there are three aspects of what defines 
a social space, which is called a Spatial Triad: 
1. Spatial practice: it produces the society’s space and consists of daily routines and daily 
practices. 
2. Representations of space: these are conceptualized forms of spaces made by 
professionals, academics and technocrats. They include architecture, urban planning, 
maps, models and design. 
3. Representational spaces: space as directly lived through its associated images and 
symbols – the space of inhabitants, users, and artistic and academic community. These 
places include ideals, imaginations, theory and visions (1991: 33–39). 
 
“Space embraces a multitude of intersections between perceived-conceived-lived triad, each 
with its assigned location” (1991: 33). This is a dynamic space open to constant changes and 
appropriation happening through time. According to Manuel Castells “space is an expression 
of society” (Castells 2010: 440). It is a material product produced by other material products, 
including people, through social action, which convey forms, functions and social meanings to 
the space. Time and space cannot be understood independently from social action. In the words 
of social theory and Castells: space is the material support of time-sharing social practices, any 
material support always bears a symbolic meaning (2010: 440–42). In addition to Lefebvre, 
Castells had also differentiated three aspects of social action and space in society. He builds his 
arguments around the importance of technology and the impact its financial, political, social 
and cultural processes have on society. The recognition of technology in shaping our society 
and environment had brought him to define our society as a ‘network society’. 
Michel de Certeau differentiated space/place and its relation to walking in the city. As well as 
all the other already mentioned scholars, de Certeau’s definition of space is also related to social 
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actions: “space is practiced place” (Certeau 1984: 117). De Certeau’s delineation between space 
and place is mobility vs. stability. As he points out, space lacks stability, as it is never referred 
to as something concrete or, following de Certeau’s words, “proper”. Space consists of 
intersections of mobile elements; it happens when taking into consideration “vectors of 
directions, velocities and time variables”. Place, on the other hand, contains stability. In terms 
of stability, the elements that had been considered before in space are gone in place or even 
transformed into a “proper” location that it defines. A place puts the elements in stability (and 
current time). In Walking in the City, de Certeau draws an interesting comparison between 
walking and talking, pointing out that they are both similar to the notion of making space. In 
his own words: 
 
“To walk is to lack a place. It is the indefinite process of being absent and in search of 
a proper. The moving about that the city multiplies and concentrates makes the city itself 
an immense social experience of lacking a place” (1984: 103). 
 
Additionally, Tim Ingold also draws connections between walking and making space/place. He 
delivers his concept in relation to who is a wayfarer and who is a map-user. A small part was 
already introduced at the beginning of this chapter, but in the upcoming pages Ingold’s view on 




2.2. Wayfarer vs. Map-user 
Does travel on public transportation systems internalise the notion of wayfaring or are the users 
simply following maps? Do the transportation means and methods of getting to know a new 
city affect someone’s knowledge on how he makes sense of those surroundings? For a 
newcomer in town, the thought of getting around a new space and creating places through it 
can be overwhelming. Some people approach the unknown surroundings by relying on maps, 
while others prefer to get lost in the city, to dive in and to absorb the energy it emits. While one 
is getting lost in the city, he does some mapping through constant perceptual awareness and 
storing experiences. According to Tim Ingold, these described steps of mapping are 
characteristic of wayfinding. Therefore, the wayfarer is someone who gains an idea of the 
surroundings by relying only on his senses. “Wayfaring is the most fundamental mode by which 
living beings inhabit the Earth” (Ingold 2011: 12). Tim Ingold depicts a typical wayfarer as a  
member of an indigenous culture who does not relate to cartographical convection while 
moving around on the land (2011: 154). The wayfarer, according to Ingold, is “continually on 
the move, is instantiated in the worlds as a line of travel ... it is an ongoing process of growth, 
development and going somewhere further” (2011: 150). The wayfarer embodies his skills and 
knowledge gained through experience in knowing where to go. However, the knowledge is 
always being updated as he is always monitoring his surroundings. The wayfarer is familiar 
with the region, and he moves from place to place, “as he goes”. De Certeau described a city 
walker as a flâneur, who creates his space through the practice of walking, experiencing and 
reading (embodiment of knowledge) the urban surroundings by inhabiting them and therefore 
creating his own story (Certeau 1984). 
Contrary to the wayfarer, the map user cannot rely on his senses, but on the map, on the line on 
the surface. Ingold argues that “moving on the line” robs a person from perceiving and enjoying 
the surroundings. He does not learn to relate to their senses and perceptions while moving. More 
to that, moving from one location in space to another in relation to one’s position, is strictly 
synchronic. Although one knows where he is in relation to the map, he lacks skilled experiences 
that would enrich his moving practices with memory and narrative context (Ingold 2002: 235–
37). 
Ingold points out that these important nuances in moving around the land or surroundings come 
down to the learning process. However, he admits that nowadays in the western world, the 
different learning processes of creating a mind-map are intertwined. For him, the difference 
between wayfinding and mapping is that wayfinding is an embodied act of moving around the 
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surroundings; the movement and the path from one place to another is internalized, however, it 
also renews and re-adapts when changes occur. Due to visiting one location in space an 
innumerable number of times, the location of the space, not only turns into a place, but also 
makes history. History is showed not only in the embodiment of movements, but also in the 
language in the form of storytelling. On the contrary, a map user is preoccupied with the lines 
on the map and follows them to a certain point. Unfortunately, the bodily movement in the new 
surrounding has yet to be learned and it is, therefore, without context. Ingold, following David 
Rubin (1988), builds his approach on learning to find one’s way around by presenting two 
metaphors of process learning. The first is a complex process metaphor and is typical for 
wayfinding. Wayfinding is a skilled performance that is a result of numerous relations formed 
through perceiving the environment. However, at the start there is no pre-structured content in 
the mind; the mind is like a blank page needed to be written. And that is exactly what the 
wayfarer is doing. On the other hand, a map-user already has a set of descriptions for the objects, 
locations, and distances in his head, even before he steps into the environment. He has built an 
image map that helps him refer to his current position, and at the same time functions as 
instructions in moving around. This form of learning is called complex-structure metaphor, 
because there is already a structure in mind before setting off to a completely new environment 
(Ingold 2002: 220). This is also the way of learning I described at the beginning of this chapter. 
The knowledge gained through the image of the map (e.g. metro network map) and not gained 
from the bodily movement and perception in the space, is pushed “into the wings” (Certeau 
1984) and it stays in that form being available to procure the knowledge back when needed 
(always on a stand by). According to Ingold, any journey made after storing that image follows 
the map. Therefore, one is map-using and not map-making. Furthermore, the journey and its 
ways made will play no part in the formation of the map itself in the future (Certeau 1984: 121; 
Ingold 2002: 230). This is an interesting fact that was described not only by me at the beginning 
of the chapter, but also by the participants of my study in describing their orientation in the city.  
As mentioned before, the knowledge of surrounding space is intertwined, and I would add here 
that even indigenous communities that would not traditionally rely on the cartographical maps, 
use GPS technologies with traditional hunting and navigation techniques, that leads to 
emergence of complex hybrid practice in which GPS takes its place alongside other forms of 




2.3. Embodiment and Extended Agency 
In anthropology, the body as a subject is seen as a starting point in studying culture. There have 
been numerous ethnographies written about bodies as a representative sign of culture – how we 
dress, how we do our hair, how we pose, walk, what means of transport we use, or which 
computer or smartphone we possess. From another perspective, the body is also understood as 
a source and a product of knowledge. The first to write about body as an instrument and claim 
that all our body techniques are learned was Marcel Mauss. In his essay The techniques of the 
Body (1973) he describes how the movements one learns, e.g. walking, swimming, eating, 
singing, etc., are physio-psychological-assemblages of a series of actions. These actions are 
habitual and derived from an individual life and the history of society (1973: 85). The process 
of learning never ceases and is continuously being updated because it is a sociological 
phenomenon. He also related the body techniques to individual psychological capacities. 
Maurice Merleau-Ponty (2005), a phenomenological philosopher, addressed the body as our 
source of knowledge of the world. From this perspective, our bodies learn and acquire 
knowledge by engaging all our senses. Thus, it is the physical body, above all else, that allows 
us to learn and experience. There is a space between the dichotomy of subject and object and 
therein lies the perception of the world. “The mind-body unit is at the centre of the 
phenomenological thought, as it is always present and processing information about inside and 
outside, which invites us to understand them” (Bullington 2013: 25). The mind-body world is 
for Merleau-Ponty “the lived body” – there is “the mind in the body and the body in the mind” 
(Merleau-Ponty 2005; Bullington 2013). The body and mind are not separated; they work well 
hand in hand and in a holistic way. Complementarity of the two is understood through 
sedimented structures – knowledge of previous behaviour is memorized not only in our minds 
but also in our bodies (in the way we move), forming layers, which are called sedimented 
structures. A typical example is driving a car. Merleau-Ponty would describe it as a “car-
structure”. This structure is learned, constantly being changed, developed and updated.  
When talking about motility, one needs to learn how to enter the car, start the car, move the car, 
accelerate, stop, and park it (Dant 2004; Merleau-Ponty 2005; Bullington 2013). To be engaged 
with the world is to be involved with objects. Engaging with objects gives meaning to them but 
also to our world.  
We often use tools as extensions of our bodies. Furthermore, through using tools, we also 
change our perception of space. Some simple examples are using a stick as a prolonged arm to 
bring something closer or to turn off the lights, using a remote control for clicking, or looking 
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up a location on a map on your smartphone. In neuropsychology, different studies conducted 
on people with specific brain damage and on macaque monkeys, when given a specific tool 
(stick and rake), showed different activation of the area of “far” and “near” on the brain scans. 
Thus, researchers assumed that the findings show a neurological basis for the embodiment of 
tools and changes in the experience of space through them (Øvergård, Bjørkli, and Hoff 2008: 
106–7). Merleau-Ponty points out the meaning of a blind man’s stick as an extended body 
experience or an extended arm. Tapping objects and materials gives a blind man a variety of 
opportunities and allows him to perceive the world differently, which affords new opportunity 
for agency (Merleau-Ponty 2005; Selinger and Engström 2007). 
The case of a prolonged or extended arm is an example of a reciprocal unit. According to 
extended agency theory, an action is accomplished by the combined entity and efforts of human 
and non-human actors. If the action is accomplished only when human or non-human actors 
collide, then the agency is not limited to the human component but must belong to all actors. 
The agency is extended beyond the human to the nonhuman actor as an extended agency. Just 
as we search for a book in the library’s online catalogue, one types in the title of the book, the 
search engine looks into its database, and the result is finding out the book’s availability 
(Hanson 2009: 92). 
In terms of my research, the above can be applied to searching for a location with the application 
qando. A person wants to go to a certain location. He types in the address or nearest station, the 
search engine provides him with schedules and variety of means of transport. In addition to 
that, there is also a geographical map included, that directs him directly to the typed location. 
This is a case of extended agency as it affords the application user information about public 
transportation and a geographical position. Going further, once a person is accustomed to the 
route or the surroundings, he can go to a certain location without even looking it up in the app. 
The extended agency has reached such a high level of success that it has resulted in the user 
abandoning it, as he has learnt the way and the frequency of the transfers. The practice has 
become embodied and ubiquitous so that he does not think about how to get somewhere 
anymore. However, it has also resulted in positioning oneself in space and finding one’s way. 
The overall relation of the body and mind experience results in knowing how to get around the 
city. One creates his own frequented places step by step and moves easier around the city. 
Returning back to the extended agency of human and non-human actors, it needs to be 
emphasized that the whole entity, both actors, engage in the extended agency. Sometimes our 
experiences are not enough to recognize or perceive an affordance and the momentum of the 
action within that entity is lost. As I mentioned before, the application qando also includes a 
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geographical map, and it turned out that the majority of my interviewees did not perceive the 
map to be useful, or they simply did not find it at all (lack of discoverability). They then 
switched to another application, to Google Maps, to find the way from the station to the desired 
location. The map on qando was not convenient for them because it was like a geographical 
paper map. Although the position moves with the phone, the design of the map is very similar 
to a land register. Personally, I find this feature of qando map useful, when searching for house 
numbers, something that Google Maps does not have. Although the map item in the app 
includes reference points, when typing in a location and searching for the arrival options, it 
shows the walking path and the entire map line, not very clearly marked, where the station is. 
Furthermore, once looking at the map with search results, other non-relevant stations and other 
transportation stops disappear from the map, which annuls the possibility of finding an 
alternative way, just by looking at it.  
Extended agency and other action theories raise questions of moral responsibility. Since joint 
action takes place, the responsibility should be placed on both actors. Considering the human-
gun ensemble or assemblage (Dant 2004; Hanson 2009), it is rational to consider a man with 
gun different to the man without one. “The entity that acts is the extended agency, not just the 
human individual” (Hanson 2009: 93). However, how can moral responsibility be distributed 
between the two actors? Technology and tools are made by humans for human use they are 
optimised to enhance the performance of a social action. If we return to the assemblage of man-
gun, we can assume that a person has indeed changed when in possession of a gun. It is 
generally true that we treat an individual with a gun differently, and the human is the one who 
holds moral responsibility, as the gun cannot hurt anyone by itself. Extended agency attributes 
the responsibility to the whole entity only if the action has been carried out. The theory rejects 
moral responsibility as belonging to individual actors, but instead attributes it to the extended 
agency as a whole or assemblage of both the human and non-human entity (Dant 2004; Hanson 
2009). 
Many of us can relate to this when using new technologies; first we must learn how to use them 
because their affordance is not yet clear. However, not every affordance is visible or perceived. 
Let’s take an example of a simple rock that is big enough to hold in our palm in order to throw 
it away. The attribution of the rock is its weight, if it is heavy or light enough to be thrown. 
However, if we have the intention of throwing it at someone's head to hurt him, or in water to 
create waves, or simply keep it as an ornament at home, we recognize the attributes that afford 
the intended actions. A rock by itself will not create any action; it will remain at the same spot 
as found. It is here where the main idea of extended agency theory lies – the recognition of a 
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causal relationship between human and non-human actors as an agency with mutual moral 
responsibility. However, the deed can only be done if the affordances of actors are perceived, 
assuming that moral responsibility is only attributed if the deed has been done (Hanson 2009). 
The importance of recognising human and non-human actors in order to create social action 
will be developed further in the next chapter, where the concept of affordances will be 
presented, which will be followed by the Actor-Network Theory, that will expand upon the 




2.4. Affordances  
The aim of the following chapter is to develop a theoretical understanding of concepts regarding 
embodied relationships between humans and technology. In doing so, I will explore theories 
from other theoretical fields such as sociology of science and technology, and human-computer 
interaction (HCI). The concept of affordances by James J. Gibson (1979) will be introduced at 
the very beginning, followed by the recent development of the concept within HCI by Donald 
Norman (2013), who is one of the most influential theorists in HCI. The notion of affordances 
has driven studies within sociology of science to develop different activity theories, such as 
Actor-Network Theory (ANT).  
The concept of affordance was first coined by James J. Gibson, an ecological psychologist, well 
known for his work on visual perception. Gibson (1979) described affordances through the 
relation of the (human) animal perception and their environment, particularly an object. The 
natural environment was altered by humans because it affords to be manipulated. However, all 
of that is impossible if humans cannot perceive the possibilities that the environment affords. 
When using a simple object that affords manipulation, we use it as a prolonged arm (Gibson 
1979; Haraway 1991; Dant 2004; Hanson 2009). Not only does the object helps us achieve our 
goals, but the same object can also be used in different ways for different purposes due to its 
affordability. The latter can only be accomplished if it is perceived. Perception is a result of 
learning and understanding the world, which is a constant lifelong process.  
 
“The concept of affordance is derived from concepts of valence, invitation and demand 
but with a crucial difference. The affordance of something does not change as the need 
of the observer changes. The observer may or may not perceive or attend to the 
affordance, according to his needs, but the affordance, being invariant, is always there 
to be perceived. An affordance is not bestowed upon an object by a need of an observer 
and his act of perceiving it. The object offers what it does because it is what it is” 
(Gibson 1979: 138–39). 
 
However, in order for the affordance to be perceived, the observer needs to first understand its 
own place in the world and environment. Gibson´s actual question in the theory of affordance 
is “whether the information of the existence of affordances is available in ambient light for 
perceiving them?” (Gibson 1979: 140). In these terms, the affordances exist per se, they are 
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available, but it is the observer who needs to visually recognize them. Therefore, affordance is 
relative (Gibson 1979). 
In the case of the smartphone, the device affords many different actions, mainly through visual 
and audible stimuli. But the greatness and indispensability of the smartphone is that it can 
“guide” you through the city, it can show you what your friends are up to, what is happening 
on the other side of the world, how much money is left on your bank account, or even how you 
would look with makeup or your friend’s hair, etc. There is a plethora of applications that one 
can explore with their phones. In terms of affordance, there is the smartphone's screen, which 
affords the running of applications. The applications also have their own affordances, as each 
is programmed for a specific purpose.  
 
 “The concept of affordance aims to establishing the properties of material things in 
relation to a particular species. It treats the world of object and material forms as 
connected in ways that are enabled or constrained by their physical properties” (Dant 
2004: 65). 
 
Users of smartphones are discovering the affordances of applications, which can lead them to 
create new applications or simply report a problem or give feedback to the company. “However 
the theory of affordance leans heavily to the human as the source of agency. The concept of 
affordances is strictly related to treating design object as essentially the same as natural object” 
(Dant 2004: 66). The theory does not include the wide spectrum of social dimension between 
the object and human; it presumes that just because an object has the predisposition of 
something, that a human would use it for what it is intended for. However, the predisposed 
action would be created only if the human had the affordance to accomplish a certain act. 
Therefore, only having a smartphone does not mean that one should have a specific application. 
In addition, having a certain application does not mean that all the affordances of the application 
are perceived. This comes down to one’s interest and knowledge. 
As explained, the concept of affordances was first introduced in ecological psychology, and it 
was later adopted by the social sciences as well as by the discipline of HCI, but within the latter 
it was interpreted slightly differently. They have applied the theory of affordances in the 
creation of a design. However, we should clarify first what HCI stands for. Human-computer 
interaction or HCI is a multidisciplinary field that researches the design, implementation and 
evaluation of computer technology considering the user's experience (Dix et al. 2004). Human-
centred design is a process that ensures that the designs match the needs and capabilities of the 
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people for whom they are intended (Norman 2013: 9). It does not always need to be applicable 
to technology. The process that is only concerned with designing interfaces for human (users) 
and their experience is HCI. Both of them are interdisciplinary approaches as they consider 
cognitive, social and cultural aspects in finding the proper solution for a product that the human 
will use. However, HCI is only concerned with digital solutions, whereas human-centred design 
is not. The core of both is research and finding an optimal solution first, then the observation 
of the task being performed, and finally a design process follows that creates a good fit for the 
task being performed. Nowadays, HCI is widely known as User Experience (UX) Design 
(Norman 2013; Dix n.d.). 
The design needs to provide a pleasurable experience. The experience is crucial in deciding 
whether we will use some object or a particular application further or simply delete it from our 
smartphones. Norman´s next important factor in human-centred design is discoverability. We 
first need to figure out how we will interact with an object: how it works, what it does and 
which functionalities are possible. The discoverability is based on six fundamental 
psychological concepts: affordances, signifiers, constraints, mapping, feedback and the 
conceptual model of the system (Norman 2013: 10). In my thesis, I will only use Norman´s 
concept of affordances and signifiers.  
 
“The term affordance refers to the relationship between a physical object and a person 
(or for that matter, any interacting agent, whether animal or human, or even machines 
and robots). An affordance is a relationship between the properties of an object and the 
capabilities of the agent that determine just how the object could possibly be used” 
(Norman 2013: 11). 
 
Again, at this point the affordance is only presented if perceived – by the abilities of the agent 
that is interacting and the qualities of the object (2013: 11). Norman adds to the notion of 
affordance the term signifiers, as they are perceived affordances that help people figure out 
what actions are possible without the need for labels or instructions (2013: 13). Norman was 
one of the first to introduce the term affordances back in 1988, and decades later he found out 
that the term was being widely used in HCI community and also misinterpreted in that context. 
Therefore, he wanted to make things clearer and he introduced another very important concept, 
signifiers. Signifiers are familiar to people from social sciences under the study of semiotics 





Semiotics is the study of signs as part of social life, which takes the form of words, images, 
sounds, gestures and objects. It is also the study of how meanings are made and how reality is 
represented. To develop a meaning, the whole world needs to be taken into account, and the 
interplay of signs, codes or conventions, which we interpret unconsciously, need to be analysed 
(Chandler 2007: 2–11). There are two models of signs, one is Saussurean, and the other is the 
Peircean model. Saussure’s model postulates a sign as a mental concept and it does not leave 
much place for interpretation of the outside world. Peirce’s model of the sign includes an object 
(referent) beyond the sign itself to which the sign (representamen) refers, which allocates 
materiality and allows for a reality outside of the sign system, whereas in the Saussurean model, 
the signified is only a mental concept  (2007: 63). 
Signifiers in the Norman concept signify where the action should take place in an affordance. 
If an affordance is the whole screen, the signifier communicates where everything is. According 
to Norman, his concept of signifiers is different from the field of semiotics. For him, the 
“signifier is any mark or sound, any perceivable indicator that communicates appropriate 
behaviour to a person” (Norman 2013: 13). That is partly true, because the Saussurean and 
Peircean models were deployed in linguistics and they do not imply any appropriate behaviour. 
However, giving meaning to a sign in both models includes the notion of perceiving and 
understanding our world - in terms of conventionalities that need to be learned and the role of 
the interpreter (or translator).   
The application qando does not only include signifiers, in the form of marks or icons, but also 
in written text. Unless one is familiar with the marks or icons, there is a possibility that the signs 
would not have been really understood or that the meaning and message would not have been 
accurately read. To avoid this sort of misinterpretation, the creators have also included the 
written text, unfortunately only in German language. Whether, Google Maps uses the language 
of your preferences. However, if a person does not speak one of the two languages or one very 
similar to one of them, the app’s affordances would be again not accurately read. 
To summarize concepts of affordances and signifiers: affordances are possible interactions, 
relationships between people and the environment that can be perceived or not. If the affordance 
is perceived, it will depend on both the object in the environment and the human ability to 
perceive the object's affordance. In terms of digital technology and applications on screen, the 
application itself is an affordance, and the marks, icons, and arrows are signifiers and 











2.6. Actor-Network Theory 
Actor-Network Theory (ANT) is a concept in the sociology of science and technology (STS), 
introduced in the 1980´s to explain different actors, human and non-human, and their 
relationships that create a social action. ANT recognizes material, non-human objects as 
heterogeneous actors in social action. However, they only count as actors when they create 
social action or change through their modes of doing. Due to the complexity of relations of 
social action, sometimes they appear and disappear. If they are hidden, they do not produce 
social action, and therefore they are unaccountable because they do not exist. ANT considers 
the continued ability and durability among modes of action (Latour 2005; Dant 2004). Latour 
admits the difficulty ANT has created, as it has been thought of simply as a “description of 
network”. He even started one of his papers by saying “that there are four things that do not 
work with Actor-Network Theory; the word actor, the word network, the word theory and the 
hyphen” (Latour 1999a). Even Latour said in the same article ‘On Recalling ANT’ that he 
agreed with Mike Lynche’s suggestion of calling ANT the “actant-rhizome ontology”, 
however, the name sounded very unattractive (Latour 1999a: 19). 
ANT was one of the first theories in STS that tried to analyse the impact of technology on 
humans and their “reciprocal” relationship. In the beginning, ANT was applied to describe 
technical networks, such as subways and telephones, which did not explore the relationship 
between humans and technology in creating social action, except that they afforded and created 
mobility and communication. In Reassembling the Social (2005), Latour points out that what 
he really meant with ANT was to distinguish the different levels of actors, such as society, 
institutions, and culture. He stressed that instead of using the word “network”, we should use  
“worknet” or “action-net,” as the main task of ANT is to translate the “work” of actors and 
through their actions design a “net”(Latour 2005: 131–32) . “It’s the work, and the movement, 
and the flow, and the changes that should be stressed” (2005: 143). It was also never a theory, 
but a descriptive tool of how relations assemble or don’t (Latour 2005; Law 2007). Law 
suggested renaming it to “material semiotics, because it catches better the openness, 
uncertainty, revisability and diversity of the most interesting work” (Law 2007: 2). His idea 
was to explore the complexity of connections of the social that does not only include humans, 
but also other non-human actors taking part in the relation. “The project of ANT is simply to 
extend the list and modify the shapes and figures of those assembled as participants and to 
design a way to make them act as a durable whole” (Latour 2005: 73). In other words, ANT 
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follows the assemblages of human action and non-human/objects in order to create a (continual) 
social action. 
The importance of ANT, according to Dant (2004), can be summarized in three parts. The first 
part is that ANT identifies social relations (actions) involved in technological development as 
a network. Secondly, ANT recognizes the importance of the social environment, learning and 
embodiment in achieving technological development – the importance of linguistics and 
semiotics in understanding and perceiving our environment. Thirdly, ANT recognizes material 
objects as actors in networks, which can be non-humans, living organisms or material objects 
(Dant 2004: 68). The temporal and variable dimensions are crucial for ANT, as it holds that the 
relationship between humans and objects change due to evolution or distortion of actions. Dant 
also gives examples of other networks that enable the affordance of the mobility of the driver-
car, such as the car’s components and the human driver’s capacities – money is needed to buy 
petrol; a gas station chosen by the driver should have petrol available; a car must be in good 
shape in order to run it and translate into movement (Dant 2004: 69). 
Dant argues that an assemblage of human and object is an act that has a temporal entity, which 
comes together and falls apart when the deed has been completed, which can be continually 
reformed and reassembled. This temporary relationship between the driver-car affords mobility 
(2004: 12).  
According to Shove, Pantzar and Watson in Social Practices, the practices, that I refer to in this 
thesis using the ANT terminology (social actions), come together through various combinations 
of elements and actors. They can be invented, reproduced, and changed; they disappear when 
three combinations of elements occur, they last or are broken. They consists of material, 
competences and meaning. Materials are things, physical and tangible entities and other stuff 
that objects are made of and also our body fits into this category. Competences cover the know-
how, skills and techniques. Meaning include symbolic meanings, ideas and aspirations (Shove, 
Pantzar, and Watson 2012). 
There is a special dynamic in the relation between a non-human object and a human, and 
affordances are created with every technology that we use. Smartphones provide a plethora of 
affordances e.g. communicating, informing, educating, internet banking, listening to music, 
watching videos, etc., all of which depend on the app we choose. The app highlighted in this 
thesis is qando, which informs a user when and what is the best transportation option, according 
to their wishes (when and which means of transport) to transfer from point A to B. In other 
words, the application affords the information of the means and time of mobility (mode of 
transportation). The user uses this information to organize the events before, between and after 
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commuting. The assemblage of smartphone-user or qando-user affords information of the 
mobility, while the assemblage of the user-public transportation affords mobility. Mobility is 
also assembled by other entities that are (in)visible. Visible entities are the tunnels that the trains 
drive through; the tramlines that the trams ride on, the roads and bus stops that the buses use, 
etc. All of the vehicles in transportation are connected to mobility and security centres, which 
gather information on transportation – these are the entities in the plethora of assemblages 
within public transportation, which are invisible to the user of public transportation. The metro, 
tram, bus and train each have their own networks and at a certain point they meet in nodes.  
In terms of my own analysis of different assemblages of networks, the starting point is a 
smartphone with an operational system that supports the application and has enough charged 
battery. Once the application is installed by the user and the smartphone's operating system, 
there should be internet connection to enable the functions (affordances – information of 
mobility) of the application. In order to use the application the user should understand how to 
use the app to get information. Therefore, the user interface with its design should embed 
usability and discoverability. In other words, an application interface should be designed well 
enough to transfer the affordances in order to maximize the user experience of the application. 
At this level, the importance of linguistic and semiotics in understanding our environment is 
crucial. However, what if the application doesn´t work or the user cannot figure out how to use 
the app? Mobility will not be interrupted or gone, there will still be trains, trams and buses 
running and the user can use them even without pre-use of the app. At every station and stop 
there are schedules, maps, tickets vending machines (at the metro stations) that are there to 
inform the user about the lines, schedules and frequency. Therefore, they afford the information 
of mobility as well. These two affordances of information or two different assemblages; one of 
user-app, the other of user-map – are being used differently and just when needed (when one 
fails to check the app for any reason), but still with the same purpose (accessing the 
information). These two assemblages show the variable and temporal dimensions that ANT 
theory offers in detangling the network. 
Analysing further, it is clear that one of the networks that my participants were using in daily 
life – the public transportation system, is an ambiguous entity to fit within the theory of ANT 
due to ANT`s definition of intermediaries and black-boxes. As Dant points out, the plethora of 
networks of driver-cars, when filling-up the car with petrol (if petrol cannot be bought, the 
prices change, or if the performance of the car is poor), are attended only when something goes 
wrong. The assembling and reassembling of the actors is the essence of the black box. When 
an assemblage is not attended to, that is the black box (Latour 2005; Dant 2004). According to 
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Latour, intermediaries are entities that have overgrown into a routine and a full functional 
system that does not require any input or produce an output from/for an actor. These entities 
also count as a black box (Latour 2005: 39). Latour claims that a black box is an intermediary 
with a perfectly functional computer, which can be seen as a complicated intermediary, while 
a banal conversation can induce new chains of mediators, waiting to be addressed. The notion 
of black-boxing a network or tagging the entities as intermediaries is a rather controversial one. 
Intermediaries are those entities that exist but make no change in the social action. They exist, 
but their affordability and functionality have fallen into a routine and are so ubiquitous that they 
do not create changes anymore (2005: 39). Therefore, the public transportation network cannot 
be a vital part of ANT due to the similarity of technical and perfectly functional networks that 
exist but do not create any changes in social action anymore. Taking into consideration the 
different means of public transport with their networks, they are not relevant for analysis 
because if one assemblage (a particular transfer, e.g. metro) fails, there is another available, 
which will not affect the aim of the social action (the public transportation authority will provide 
an alternative in order to that the social action or an affordance – mobility – remains intact). 
The intermediaries or black box can also be the application itself. Commuters use public 
transportation daily. Public transportation exists per se within a highly complex system; in case 
one of the means fails, there is another available, and the commuter’s aim is not affected. 
Therefore, they count as intermediaries in terms of ANT. However, the application can also be 
valued from time to time as an intermediary, because the non-usage of the application would 
still bring one to ride on public transportation.  
Furthermore, the application or a simple conversation about qando was once a mediator. 
Mediators are the one who brings the change in social action (2005: 39). Even though the social 
action (reaching the destination) was the same, it did, however, influence the way participants 
were using the public transportation (more efficient use of the public transportation), which is 
one the aims of qando. The public transportation network is a stable one, intermediaries and 
mediators bring new actors in the network, who create new networks. A new network is 
constituted of creators of the application, the application itself and users of the application. 
Contrary to Latour, Dourish and Bell (2011) follow Mark Weiser’s thought of the ubiquitous 
meaning of infrastructure, that is when an infrastructure becomes unremarkable it is a sign of 
successful technology. “The most profound technologies are those that disappear. They weave 
themselves into the fabric of everyday life until they are indistinguishable from it” (Weiser 
1991: 94). For them, the fact that infrastructure becomes so “hidden from view”, actually means 
it's very visible due to our “increasing dependence on it for the practices of everyday life. By 
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the infrastructure of experience, we draw attention to the ways in which, in turn, the embedding 
of a range of infrastructures into everyday space shapes our experience of that space even as it 
provides a framework through which our encounters with space take on meaning” (Dourish and 
Bell 2011: 98). According to Dant (2004), the theory of ANT does not specify the relationship 
between humans and technology; it is somehow left blurry and ambiguous. Although the main 
notion of the theory is that it gives all actors the same heterogeneous importance in creating 
their social actions, the non-human actors do not have intentionality. Dant points out the 
ambiguity with the example “a citizen-gun, a gun-citizen” by Latour, where the citizen is 
transformed by the possession of the gun and vice versa (Latour 1999b: 179; Dant 2004: 70). 
The two objects would act completely different if they would have not been assembled together 
by the human. Humans would not shoot and the gun would be kept locked. This also counts for 
the driver-car assemblage; the human would walk and the car would stay parked. In terms of 
ANT, they both count as heterogeneous actors; however, Dant stresses that even if the car 
“acts”, it lacks intentionality. Even if the objects do not possess intentionality, they are made 
by humans and for humans. Furthermore, they are being developed according to our needs and 
wishes to accomplish tasks more effectively than we would do without them, e.g. guns are 
intended for killing, cars for driving and transportation, city public transportation systems for 
mobility of its population, an application for managing our time better. An example is a speed 
bump (Latour 1999b; Dant 2004), where the intention of slowing down the speed of cars is built 
on the road. The speed bump affordance is the ability of slowing down the traffic.  
Dant acknowledges the contribution Latour had in introducing a further step in the relationship 
– a social action – between the human and non-human object, but he stresses that the routine 
and daily life of these relationships between humans and technologies have been very much left 
out (Dant 2004: 71). Even though the ANT theory questions the durability and extension of a 
social action, it is rather a confusing theory because it defines particular entities and 
assemblages as invisible because they fall into routine or they do not contribute much to the 
change of a social action. ANT seems to be a holistic approach, but it focuses on the 
heterogenous actors, who enable a visible social action, whereas the routine social actions are 
left out. Regarding my own analysis of the impact the technological application (qando) has on 
its users in creating a social action (mobility), ANT as a method describes only the moment of 





Walking into fieldwork knowing that I had to get an answer to the main research question, i.e. how 
do people find their way in Vienna with the use of the geolocation application qando, I knew it 
was going to be challenging. From the outset, I was aware that acquiring data through  
anthropology’s main method – participant observation – was going to be hard. The aim of the study 
was to investigate how users of the application qando relate to new surroundings and how they 
make their specific places through dwelling in the city. Qando is a geolocation application for 
public transportation in Vienna that provides information about public transportation, such as time 
schedules and means of transport available to the user who wants to move from one location to 
another. I had two aspects to research: the use of the smartphone and application as part of material 
culture and actor theories. In addition, I was interested in how newcomers create space and place 
in a city. The majority of the narratives about finding one’s way in Vienna were mostly about 
someone getting lost, not finding their way, or the trip taking much more time than expected. 
However, from reading ethnographies, I have found that the ubiquity of material objects, in my 
case a smartphone, is challenging to research as they are deeply embedded in our everyday lives 
and we rarely think about or comment on them as long as they function smoothly. Geolocation 
applications such as qando are not social networks where you can post and share your content; 
they are also not self-help apps where you can measure your progress; qando is simply a real time 
tool that helps someone find his way around a city. Therefore, there wasn’t anything tangible for 
me to have a look at later or any quantitative data to analyse. Nevertheless, the goal of the study 
was also to find the best method and to gather data on the relationship between humans and 
technology. Thus, I decided to conduct focus group discussions in addition to individual 
interviews, in order to encourage a group of participants in a room to talk about their use of the 
application. Group debate can bring up many variations of the app’s usability and discoverability; 
it also reveals information about how affordances are perceived within the application, and allows 
me to discover habitual practices in terms of the app’s appropriation and an array of other apps. 
The focus group method is usually required when designing a new application and testing the 
interface with the possible users. However, I estimated that conducting personal one-to-one 
interviews (which I also did) would not be so effective to gather information about the 




3.1. Research Design 
While preparing for fieldwork and of course, during the study, I found it valuable to read about 
ethnographies of mundane, everyday things. One book that was useful was Material Culture and 
Technology in Everyday Life: Ethnographic Approaches (2009), edited by Phillip Vannini, 
because it presented methodological approaches to studying technologies in everyday life. Vannini 
invites researchers “to demonstrate that material technoculture resides neither in non-human 
objects nor in human actors, but instead in the emergent product of their interaction” (Vannini 
2009: 83). It clearly resembles the idea of activity theories such as extended agency and ANT, they 
both acknowledge the relations between two heterogeneous actors (humans and technology) in 
creating social action. The ethnographies of embedded mundane objects in daily life, like portable 
communication technologies – smartphones, phones (Richardson and Third 2009),  computer 
screens (Tutt and Hindmarsh 2009) and even microwaves (Peterson 2009), all highlighted the 
difficulties and variety of approaches researchers have encountered during fieldwork. 
Vannini uses the term objectification in a broad sense to frame the core of the “materialist 
perspective”. The objectification that Vannini implements includes the relation between the human 
and material object. The study of contextualisation of the object in everyday life is one of the key 
components of the ethnography. Vannini invites us to study materiality through objectification, 
which reveals how material forms are the media of and for generation, reproduction and 
transformation, in order to be viewed as an umbrella category of material processes, an analytical 
approach, and even as the foundation of a materialist paradigm (Vannini 2009: 23).  
The studies of smartphone use and its downloaded applications fit into the field of material culture 
and digital anthropology. As mentioned, other sciences such as sociology of science and 
technology (STS), Human-Computer Interaction (HCI), ubicomp, cultural studies and media 
studies have also analysed the relations between technology and society, providing understanding 
of the contemporary, on-the-go world. 
The other relevant book I used while creating my initial research design prior to fieldwork was 
Qualitative Research Design: An Interactive Approach (2013) by Joseph Alex Maxwell. 
Maxwell’s book guided me from the beginning of the research design and served as a reference 
point regarding research procedures and methods. Even though my research design was made 
before starting fieldwork, it changed after it had begun, and I added focus group interviews and 
joined a massive open online course, (MOOC) Introduction to User Experience Design, in order 
to understand the complexity between the design of the smartphone interface and users. As I have 
never been a part of a focus group discussion, I consulted the book of David W. Stewart and Prem 
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N. Shamdasani, Focus Groups: Theory and Practice (2015), which guided me through designing 
and conducting two focus groups. The main idea for taking MOOC Introduction to User 
Experience Design was to get closer to the dynamics behind creating an application’s interface and 




3.2. Participant Observation 
Participant observation lasted four months, from March to June 2015.  I spent the first two months 
with my friends and jotted down notes so I could collect narratives and observe their actions. 
However, gathering data on how they use the apps turned out to be impossible. For privacy reasons 
I could not stare at their phone to get the data. I realised that to get some useful data of the use of 
the geolocation apps I would need to sit them down and have a conversation about the use of the 
apps and how they orient themselves in the city. Therefore, I conducted two focus groups, which 
I will discuss more about later. In order to relate to the data collected through the focus groups, I 
spent two more months hanging out with them and jotting down notes and thoughts. During this 
time I was using the apps myself.  The participants were my friends and friends of friends (snowball 
effect), whom I met during my exchange year in Vienna. I met some of them on a daily basis, and 
the others weekly. The participants led a similar lifestyle, were all foreigners, between 23-30 years 
old, and at the time they had been living in Vienna from 1 to 4 years, and most importantly, they 
used smartphones and the application qando. Because of the nature of the research, the time spent 
with them was very similar to hanging out or on-the-go-participant observation, as it was rather 
informal and occasional. 
Some of the participants found the purpose of the research strange because the use of the app is 
very mundane and they do not even give much thought to it. On the one hand, I wanted to see how 
to research such mundane things, such as the use of an application, but on the other hand I realized 
that it was going to be a difficult task. Adam Drazin (2012) also encountered some difficulties in 
his approach, while he and his team conducted research of rural transport by Intel Digital Health 
Group in Ireland, with the aim of understanding experiences of isolation and mobility in rural 
Ireland among older people. They were met with suspicion and many suspected that the researchers 
were there to test the transport in order to change or cut it. They spent a lot of time on buses talking 
to commuters with the purpose of gaining information about the experience of transport and place, 
and secondly, to look at the contrast and the dialogues between interviewers, not to understand the 
system but to draw out the contrasts (Drazin 2012). After their research, they realized that 
transportation can be a social event, especially in a rural region. However, this seems not to be the 
case with city public transportation, not only because it is so mundane but also due to a larger 
number of commuters. Furthermore, Drazin and his team were designing an onscreen tool and they 
came back to the participants not in order to test it, but to co-create it. At that moment when Drazin 
and his team returned to the participants and invited them to be part of the design process, he noted 
a shift in the relationship. The suspicions changed into more productive conversations about their 
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environment. Drazin points out that the project was productive for them, as it helped them 
understand the importance of learning and being taught in terms of collecting field data, creating 
concepts and designing an onscreen tool (Drazin 2012: 258–59). As I was not part of a team that 
designs the application, going back to the participants with a novel interface was impossible. 
However, I could go back to the participants and ask them to show me how they used their 
applications and why they did so. Still again, I want to emphasize the importance of conducting a 
focus group due to the potentiality of debate, which I encouraged, in order to compare the 
appropriation of the apps between the users. 
Being a user of the app myself, I also grew familiar with it by exploring all the affordances. I also 
used the two apps, qando and Google Maps, as Google Maps put my position into a bigger frame 
and I could therefore connect the knowledge of the city I already had with the new information 
received from both apps. I assumed that my friends were using the two apps in a similar way, but 
I realised that this kind of data could be gathered only with certain methods. I decided on a few 
methods that would allow me to gather data about how they used the apps. First, I wanted to use 
the screen time tracking/monitoring app, but I decided not to apply it, as the tested app, back in 
2015, could not be installed on every smartphone. The use of data on Google Maps would also not 
have been relevant as it could not detect which other apps were used to move around the city. The 
quantitative data could be used in comparing the familiarity of the route and the frequency of the 
apps used. It would be an analysis of how many times people use the apps on a daily basis and rely 
on their instruction for moving around. However, that was not an option for me, and so I decided 
to conduct two focus groups and compare the use of the apps among the participants. I found the 
research on mobility and making space and place to be an abstract practice without the use of other 
technology, like cameras, sensors and tracking devices. The latter research methods to collect data 
could have given me insight into people’s behaviour and space perception, since the participants 
of the research could have forgotten some moments or narrated them differently. These research 
practices gather ethnographic and quantitative data, create new narratives and talking points 
between the researcher and the participants because they give researchers additional information 
to enquire about.  
Similar methods were applied by the team of interdisciplinary researchers on the driving habits in 
Ljubljana and other three European cities for the DriveGreen project in order to develop an app 
that supports and encourages sustainable mobility (Podjed 2017a). Besides the traditional 
ethnographic research methods as interviews, focus groups, participant observation of the drivers 
and using other means of transportation and observing traffic at different locations, they also used 
technology based on GPS tracking devices and telematics solutions to monitor and track the 
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driving styles, daily routes, and measuring fuel consumption and emissions. They also used 
recording cameras and heart rate monitoring to gain insight into the senses, especially hearing and 
eyesight, and the physical conditions of the driver. With collected qualitative and quantitative data 
they came back to the drivers and asked them about specific situations that were outstanding and 
analysed how they felt about specific sections of the road (Podjed and Bezjak 2017). Dan Podjed 
calls this integration of ethnography and technology “augmented ethnography” (Podjed 2017a). 
Their initial development plan of increasing awareness of sustainable mobility through drivers was 
overturned, because they found out that fuel costs and emissions were not big motivators to start 
using sustainable ways of mobility, but also because using the app while driving was considered 
dangerous. If researchers were at first focused on the use of the app, they changed their focus to 
people. Later, they developed an app that motivates people through “indirect microdonations”. The 
users, who are tracked in their sustainable mobility (walking, running, cycling or using public 
transportation), add to the city’s average score and compete with a local famous person. If this 
person does not beat the city average then a donation into the reconstruction of infrastructure or 
renewal of bike trails are requested from him or her (Podjed 2017b).  
They recognised that the most relevant output of the project was the “bottom up” approach, which 
can significantly contribute to the development of new solutions for promoting sustainable 
lifestyles. It made them realize that “the design for sustainability doesn’t have to change the entire 
world at once with an universal model, but it can work on a small scale with different models for 
each place adequate, and doesn’t have to be in the directly connected to reducing emissions of 






3.3. Bodily Practice 
It was interesting observing how people moved around, roaming the streets, looking for an 
orientation point, and at the same time interacting with the screen. Usually at that time, they 
realized that only one application, qando, was not adequate enough and they switched to another 
one. It was almost always Google Maps. The fieldwork showed that it was normal to switch 
from one application to another. Not many participants did, however, stop at the geographical 
maps at the station to find their way. Those who were using those maps at the stations described 
how they got to Vienna and used a paper map to get around. Sabina, a Slovenian student, 23 
years old, on how she got around to the city: “I think on the map there was always picture of 
the U-bahn and I guess like the map of the U-Bahn everybody already has in mind.”  Then there 
was Victor, a 24 year old student from Greece, who was working part time as well:  “I came as 
an Erasmus student and you know I was a student from a small town and there was no such 
thing as U-bahn. I used a lot of maps and had a special one the touristic map, you know. I could 
find my way using maps.” For Senka, 25 year old, from Serbia, living in Vienna already 3 years, 
using the map also gave her a better orientation: “I learned much more when I was using the 
normal map at the train station because that is how I started going through Vienna with a big 
map. So I had a better orientation in a way, where is West, where is East and so on.” 
Chrisostenis, 28 year old from Greece, on why was he using the maps at the station when he 
first arrived to Vienna: “I used it almost every time I step down on one of these stations. 
Because, once I might not have internet. Second, I don't want to rely all the time on internet. 
And three, because they give me a singular source overview of the area, the few streets that are 
around me.”  
Those who did not stop and have a look at the map or spend time in conversation with strangers, 
had a look at their phone. However, those who were familiar with maps at the station said that 
they had switched to Google Maps for finding the way. Using different applications when 
moving around means that users of smartphones are quite flexible and appropriate their use of 
the applications. It also means that different actors are part of the social action. One of the 
features of Google Maps is the navigation system that includes not only traffic, but also walking 
paths. At the time of my fieldwork, Google Maps did not have access to public transportation 
data, however, that changed in late summer 2017, when the public transportation company, 
Wiener Linien, finally decided to make them widely available. There was a visible and narrative 
difference when moving from one location to another with a person who was already familiar 
with the surroundings. When with someone else, they gained knowledge periodically, but 
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through different situations or social occasions: using geolocation applications to find the way, 
just wandering around the surroundings and getting lost, or having been taken there by someone 
who had already been there. At this point in my fieldwork, I could already relate to the different 
aspects of acquiring knowledge of the surroundings to the writings of Tim Ingold and the 





The narratives “frequently come to life by being embodied in objects” (Woodward 2009: 60) 
and the latter frequently structure the very way narratives unfold. Woodward believed that 
“objects acquire cultural meaning and power in the context of stories that locate, value, and 
render them visible and important” (2009: 60). He outlines three aspects of narratives and 
materiality:  
1. The narration of objects by individuals or groups; referring to the way a 
person talks about objects, their meanings, and their history, incorporating 
their stories that signify aspects of individual or group identity. 
2. The location of objects in larger cultural narratives; referring to the way 
objects become part of the deep generative of culture. 
3. Objects that narrate; referring to the capacity of certain objects to narrate 
human activity directly (2009: 61). 
 
Woodward admits that it is difficult to “make clear delineations because there are frequently a 
polysemic, dialogic processes of communication which involves all three aspects” (2009: 60). 
Narrating objects like applications qando and Google Maps was routine among the participants: 
“Oh let’s see what qando/Google Maps is saying!” In this statement, two aspects of narratives 
could be present – the location of the object but also the aspect of the objects that narrate in 
terms of performativity. The third aspect is accompanied with the body movement in relation 
to the technology. Woodward emphasizes that “the objects and narratives are entwined, part of 
the key to understanding materiality is the realization that the objects, though undeniably 
material, are always enmeshed in a variety of private and cultural narratives” (2009: 70). 
Participant observation was focused on the use of the application in trying to understand how it 
influences participant’s movement in the city. To rephrase this, the focus was on how and why 
they use it, if they make any connection to the surroundings while following the guides (i.e. do 
they consciously memorise the (name of) streets, buildings on the way as referential spots?) 
and how they make their mind maps with the use of the application. Many authors of the 
mundane ethnographies had experienced incomprehensive feedback from their participants, in 
forms of shrugs, confused expressions and the question “What do you mean? What do you want 
to know?” (Peterson 2009: 232–33). I was confronted with similar feedback, and I feared my 
questions were not understandable, but after reading other ethnographies, it was clear that it is 
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common for people to barely and slowly reflect on using a mundane object such as a 
smartphone.  
During participant observation, I asked the participants about the route and had them explain it 
to me, whenever we would be on the move together, and they would either comment on the 
traffic or take their phone out in silence. I asked them questions about their discomfort, e.g. 
what is wrong? Why are you upset? Because I didn't know what they were using the phone for, 
I would also ask them about the way to the destination (How much is left to get there? Do we 
need to change and where? Where do we need to turn?)  
Besides that, I conducted three interviews and asked people to describe the way they take every 
day. According to Bajuk Senčar (2017) mapping out the day encourages a narrative in as much 
detail as possible, spatially and temporarily, as the research was interested in routes, places, 
obligations, errands and social relationship. Detailed narratives can help researchers in 
discerning comfort and convenience of transportation means based on their daily decisions and 
reasons (Bajuk Senčar 2017: 56–57). 
My focus was on the use of the app, but the use of it was only mentioned when I asked them 
how, when and where they were using it, because it seemed that they didn’t remember using it. 
However, the latter was only true until they knew the way and until the app was functioning 
without a problem. The one-on-one interviews did not give me enough details on how the app 
was being used. One of the interviewers had a very basic level of knowledge of the app, while 
the other was more advanced. Therefore, I decided to make two focus groups and was hoping 
that different appropriations of the app would emerge. That would also bring the participants to 
reflect on their use of the apps and movement around the city, when presented with different 
uses of the apps. 




3.5. Focus Groups 
The aim of the focus groups was to gather information about the appropriation and proliferation 
of the geolocation applications to move around Vienna. I created two groups, but the 
participants were the same as in the participant observation, so that I could draw some 
references on their actual use and input within the focus group. The first group consisted only 
of current full-time students in Vienna. In the other group, there were former students in Vienna, 
and at the time of the focus group, they were already employed or part-time employed. I made 
this division upon my naive (humble) assumption that a student spends his time at one or two 
locations (university/library and home), and that an employee or part-time employee has a 
different lifestyle than a full-time student. Before I could proceed with the invitations, I 
prepared the questions for the debate. I needed to make sure that the questionnaire consisted of 
open questions that were inviting for conversation. As a moderator and facilitator, I could not 
influence the group with my views on the topic; they were supposed to come up with their 
opinion first. The groups consisted of 5-6 participants; they were invited either via e-mail or 
social media. The message included the purpose of the invitation with a description of my 
project and the topic, and a description of what a focus group interview is. The time and the 
address of the focus group was stated as well. I sent the invitation to 25 people and asked them 
to respond; all of them replied, but only 12 confirmed their participation. I responded with a 
thank you note to all of them and sent a reminder message to those who confirmed their 
participation five days prior to the date. The first and last message included the time and address 
of the focus group and my telephone number in case they couldn’t find the location. 
Surprisingly, even though the address was added and they even knew the purpose of my 
research and the topic of the focus group interviews, few of them found the location. The focus 
groups took place at my home; I prepared the recording devices (smartphones). It started with 
an introduction to the purpose of our meeting, reassuring them that the data collected in the 
focus group would be only used for research purposes and that they would remain anonymous. 
Then I presented the schedule of the group interview: introduction, time for the group interview 
(debate) and lastly time for comments and suggestions. During the group interviews I handed 
out blank sheets of paper and asked them to list all of the apps they use to move around the city 
and the reason why they use them. This step was meant as a reflection to themselves, as the 
group interview perhaps didn’t offer the participants a chance to reflect on all of the apps and 
their use. Additionally, this gave me an overview of all of the apps being used and if other apps, 
beside qando and Google Maps, are frequently used to move around. 
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Images 4 and 5: Lists of apps that participants of the focus groups interviews used to move 
around Vienna. 
 
Source: Author  
41 
 
3.6. User Experience Design 
As mentioned already, I attended the Coursera MOOC Introduction to User Experience Design 
to gain deeper knowledge in the design process between the designers and the users of an 
application. The designers of the product are intermediaries between their clients (those who 
ordered a product to be made), programmers (those who actually put up the interface) and the 
users. The human-centred design process includes four different phases: 1. observation, 2. idea 
generation, 3. prototyping, 4. testing. The designer’s job is to find out about the needs of the 
people by observing them and acquiring data with other qualitative methods. Then they move 
to ‘idea generation’ or developing a concept for the design. They create a basic design 
prototype, it can also be paper made, and go back to the people previously observed to test it. 
Usually, the requirements are not resolved in the first go; therefore, the design process needs to 
be partly or completely iterated until they are met (Norman 2013: 221–30). 
The course was not only fruitful due to my interest in the topic, but also for further developing 
an understanding of different relations between humans and technology in terms of the ANT. I 
wanted to understand who and what was included in the process of creating a novel interface 
for users. As it turns out, the basic principle of the anthropological approach is required in 
designing new technologies, because it is not just about testing a product but also observing 






Through the course of participant observation the participants also showed me things I was not 
familiar with; either I helped them find the way, we found it together or we combined several 
applications, tools or knowledge to get to a destination. Overall, I was open to discourses and 
possible suggestions. The smartphone was my all-in-one tool. Not only it was the material 
object and technology of the study, but it was also a research tool. It was my notebook, my 
camera, video and sound recorder, but I was also using qando and other geolocation 
applications. I did also use, however, a paper notebook and my PC to jot down impressions, 




4. Empirical part 
 
4.1. Actor-Network Theory in Practice 
The next chapter will use ANT to describe all of the phases of what affects a person’s decision 
to use a particular technology and his experience of it in making places in everyday life. I used 
ANT as a descriptive tool of how relations between the actors assemble (Latour 2005; Law 
2007), or in other words, how the practices come together through various elements (Shove et 
al 2012). Dant (2004) describes ANT through three important aspects: social relations involved 
in technological development as a network; the importance of social environment, learning and 
embodiment in achieving technological development; and material objects as actors in 
networks. The networks of social relations involved in technological development are the 
institutions and society who want to make movement in the city easier and healthier for city 
inhabitants and the environment. Therefore, they encourage people to use public transportation, 
bikes and to simply walk when moving around the city. Users of public transportation need to 
embrace not only the infrastructure but also other digital advancements that were created in 
order to embody the technological development. Lastly, all of the material objects need to be 
recognized as actors in networks. 
Drawing parallels to my own study, the encouragement from public institutions can be seen in 
the form of different apps available to the public. One tool is a smartphone application Sag’s 
Wien, which invites users to report problems and make suggestions to the public administration, 
which then takes care of the reported issues. Another tool is the smartphone application qando, 
which offers information about public transportation services, its time schedules, routes and 
means of transport to move around the city easier when using the public transportation network.  
There are various social actions between social actors that occur before and while a person 
reaches the destination. The institution’s contribution provides a good public transportation 
network and service that allows commuters to use different technology or embodied knowledge 
to move around the city. Using technology that creates a social action is referred to as extended 
agency. The social actions understood as extended agency are repeatedly reformed and 
reassembled (Dant 2004), which only comes alight when the dynamic relationship reassembles 
the affordability of the two social actors. If I use the app that affords information of the time 




Furthermore, before such apps were available, a person would just go and wait at the station for 
a ride. If a person was familiar with timetables and networks he was fine, but otherwise he 
needed to inform himself about the way. Technological development simplifies the life of the 
public transportation user, whether he is a newcomer or a tourist. The app qando that was 
created to move around the city with information about public transportation, simplifying the 
user experience of public transportation and moving around the city, as a person can get all the 
information immediately. However, not every person uses the technological advancement that 
is available. I remember one of my German teachers, who was in her fifties, complaining of 
how long it took her to arrive to the new school where she was teaching us German. She was 
upset because it took her more than one hour to arrive to work, and she couldn’t figure out her 
best option. She called ÖBB, the Austrian railway company, to ask for help, but unfortunately 
they did not provide her any assistance in that area, which I find rather strange. When I proposed 
to her to use the website or download the app, she was quite resistant, as she did not want to 
use “technology” more than necessary. My explanation that it would make her life a little easier 
was completely ignored and by the end of our course she had bought a reduced parking space 
offered by her employer, with an explanation that it would save her time and nerves. With this 
real-life situation in mind, I wanted to highlight the problems with those who were not familiar 
with technological development or who did not want to embrace it, even if it would be just a 
click away. I was interested in how the use of the application qando makes one’s life easier in 
moving around the city and what circumstances are involved in the decision-making. To get 
back to my German teacher, her decision making of the modality of transport was based on her 
non-acceptance of new technological advancements such as a website search option or a 
smartphone application. 
However, the modality of transport and assembled social actors like a smartphone application 
can steadily intertwine. Below is a situation that happened to me and my then-boyfriend while 
renting a shared-car to get out of the city for a trip.  
 
“It was my task to put the destination in the car´s navigation system, as I sat in the passenger seat. I was 
a little upset, because I needed to do it while we were already driving and additionally, the navigation 
system was really slow. I am not familiar with the navigation systems, as I don´t drive a car, but I was 
still looking for the familiar icons to type in the address of our destination. The system picked the letters 
slowly and gave suggestions that I didn’t want. It was really annoying for me to type in the address while 
already driving, as the navigation system was already installed in the car and one needed to lean forward 
to type.  
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Because I don’t like using a tool that I don’t understand, especially while driving out of town and it didn’t 
happened the first time, I reminded him, that it was his responsibility as a driver to set the address before 
he departs. That led to a small argument of why I don’t help him and clearly we had different views on 
setting up the cars’ navigation system.  
Finally, I typed in the address but the navigation system could not find the destination. Aaah. Annoying. 
I protested. I did not want to have anything to do with that navigation system. At that point it was crucial 
because we needed to get out of the city and none of us were used to driving in Vienna, so we could have 
easily spent some time driving aimlessly in the city. Rok was driving, but at the same time, he wanted to 
figure out where the problem with the navigation system was. Why didn’t it find the address?  
I was thinking why you would make yourself nervous and not pay attention to the traffic because you 
need to deal with the navigation system that apparently needed several minutes to function at its best? I 
just did not want to wait anymore trying to figure out where the problem was, so I pulled out my 
smartphone and went to Google Maps, typed in the address, tapped the navigation feature and it started 
to navigate us. Yes, we managed. The navigation system was put aside until we reached the highway, 
when I could nicely figure out the navigation system as we were not stopping at every traffic light or 
driving on a curve.” 
 
The whole journey from our home, to the car and out of the city was completed using different 
modes of transport and with suggestions from four different applications. First, the car-sharing 
application located the parked car. Second, to arrive to the car, we used public transportation 
and checked the way with the qando app. Third, once in the car we started to use the installed 
navigation system. Lastly, as I was impatient, I used Google Maps.  
That was exactly the moment when I realised how I can implement ANT and the extended 
agency concept in presenting the everyday use of the applications to move around the city. Why 
do we need so many apps to move around when they even make us nervous? Even if the above-
mentioned situation is not directly related to making place and space within a city, it does 
consist of one of the ANT principles – when social actors assemble and reassemble as part of 
extended theory. It holds a temporary relationship that is assembled in the dynamic relation that 
creates affordances (Dant 2004). Affordances are shaped goals or accomplishments that are 
manipulated when the actors that come together afford the possibility of a social action and it 
also perceive it (Gibson 1979, Haraway 1991, Dant 2004, Hanson 2009, Podjed 2017). 
According to Norman (2013), affordances are presented only when the qualities of an object 
are perceived by the agent, in this case a human. He introduced the term signifier, which is part 
of an affordance but conveys the appropriate behaviour that was intended (Norman 2013). 
Returning to my example, there were four extended agencies accomplished with the use of four 
different geolocation applications that afford maps and navigation. They were assembled 
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because they were not affording a holistic solution or the affordances were not perceived to the 
human actor. All of this brought me to think that different extended agencies of the same type 
are being used for the purpose of moving around Vienna.  
A temporal dimension is created when the relation between social actors, the mobile app qando 
and the users fades away, relations that Latour (2005) marked as intermediaries, i.e. the entities 
that have overgrown into a routine and a fully functional system and do not require any input 
or produce any output from/for an actor. They both exist (mobile app and the user) but make 
no change in the social action. As already mentioned in this thesis, the public transportation 
network is also an intermediary because it’s a perfectly functional network. 
Actor-Network Theory also introduces the concept of the black boxes, which are similar to 
intermediaries due to their temporal aspect, with the difference being that they are attended only 
from time to time or when something goes wrong (Dant 2004). The black boxes assemble when 
a rare situation occurs. This time-to-time assemblage is the central notion of ANT, as the 
concept describes the dynamics relations between actors and therefore, the temporal and 
variable dimensions are crucial (Latour 2005, Dant 2004). 
Nevertheless, how can all this be applied? What does it mean for the user to switch between 
applications and how do they intertwine between themselves? Assuming that the everyday 
routes become part of the embodied knowledge, how is it shown in the (non) use of the 
application?  
I decided to conduct the research among my group of friends and their friends, who were also 
newcomers in the city and used the public transportation network to move around. We were 
new in the town and moving around was easier for some than for others. However, all of us 
were struggling to find our way around Vienna and used geolocation applications to do so. 
Usually the participants found out about qando through a friend who had also moved to Vienna, 
but had lived longer in the city than them. One of them was also Sabina, who had been living 
in Vienna for two years at that time:  “I was in a tram with a friend of mine and I could not 
figure out the connection to a location. Then she said: just download qando and you will know 
where to change.”  
Interestingly, none of the participants, including myself, downloaded the app qando because of 
the advertisement in the underground, but rather because it was recommended to them by a 
familiar person. The participants quickly started to use qando and were satisfied for several 
reasons. For Sabina it was very practical, as she would spend time on other things: “I mean it 
is really helpful and especially when you want to see when the tram or bus is coming. So you 
have more time to spend at other things and not to wait in the tram station.” Also, for Victor the 
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practicality was very similar: “What I like about qando is that it shows you where you need to 
switch the tram in case you don’t know where are you going. And it also calculates your time. 
So if it’s cold outside, it's better to check not the Routeplanner but the other features qando has. 
It says the tram comes in 5 min. So it’s cold and you stay inside and you wait till 1 or 2 minutes 
are left and then you go out. You don't have to go and wait at the station 15 minutes in the cold. 
This feature I use the most. Maybe only this.”  
These two statements about the use of qando were very similar to the answers of the other 
participants. The reasons are because it makes their lives easier when moving within the city, 
and it calculates time so one spends time somewhere else outside the station. In other words, 
the main reasons participants use qando are to find out how to arrive at their destination and 
how long the trip will last. These are also the reasons why qando was created, so it seems the 
goals of the application fulfil user needs. At this point a mediator was introduced to the social 
action. However, even if it seems that it’s successfully used, users still could not find some 
information or simply did not notice it. Why didn’t the user find the information they were 
looking for? Was it because they did not notice it or because they were not afforded? And what 
did they do to solve their problem? 
The majority of participants said that they became frustrated, especially when an interference 
on the daily route occurred, when the app did not show them the best way, or they did not know 
how to use the app. All three circumstances resulted in being late or/and giving up on the app 
if that occurred often.  Being frustrated was something they could not do much about, but the 
other two reasons were connected to the user experience of the qando application. What is user 
experience? It is the way a user experiences an application, website or designed technology, 
and how easy and pleasant it is to use.  
Some of the participants were interested in finding a solution, if the apps afforded what they 
were looking for. Some of the participants did not waste time on that and they simply ceased to 
use the app or switched to another app that they were more familiar with. The most used 
affordances of the application qando were Routeplanner, Monitor and Lines, which are also 
very easy to find and have clear signifiers. On the other hand, other affordances were not used 
or even thought of being used. This only meant that they were not perceived and understood. 
Just like the affordance Favorite, which is the first affordance, or the Map, almost none of the 
participants used them. The focus groups analysis shows that they used Google Maps more than 
qando to move around by foot, even if that meant reaching the departing point that showed 
qando. Here are some excerpts from the debate. Melih, a 22 year old student from Turkey, 
describes how he got to use both of the geolocation applications:  “I was new to the city and 
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taking a German course. My classmate in the course told me that it is better than GM. I 
downloaded it and since then I am using it. As it turned out, it is better to find out, which train 
you want to take. But it’s not better to find out where the place actually is.” Anja, 26 years old 
from Slovenia, doing an internship, thinks similarly to Melih regarding the bigger picture of 
where one is located: “I think this is the thing with this apps as well. You just type in, you see 
which mean you need to take, which station and maybe another one and so on. When you get 
lost, you don’t see the big picture, how are you going to move like in Google Maps. There you 
type in the directions, it shows you on a map. You see the picture and then you go and get lost, 
and you are: Oh, no! But on the map I see it’s a little bit on the right and you have a picture in 
your head.”  
Also Anna, 24 year old from Greece used qando and Google Maps for the very same reasons: 
“Navigation mostly. Afterwards, I also look at the geographical map. Because I want to get to 
know Vienna not just go automatic somewhere. It depends on the time and mood. However, I 
think maps are really useful, especially for getting to know a place. Because when you move, 
it moves with you.” 
However, Mario, a 26 years old from Slovenia, part time student and part time worker, adds to 
this a different view: “Google Maps doesn’t have the public transport. So qando find you the 
fastest way and there is my path by the tram. And then I can also see, I don’t have to use another 
app, like Google Maps, to see where I have to go. I can see that on qando already.”  
The majority of the participants switched to Google Maps when moving on foot. Nevertheless, 
a clear delineation point couldn’t be seen. Participants combined these two different 
applications, qando and Google Maps. Different geolocation applications such as Wiener 
Linien, Scotty, A nach B and ÖBB were also mentioned.  
One of the negative points that qando users mentioned is the unsatisfactory visual map, it was 
like a normal geographical map. The second point was that it calculated walking based on a 
very slow pace, so participants relied more on Google Maps walking function to calculate how 
much time they needed, as they found it more accurate.  
Google Maps at the time of the research did not provide information about the departures, 
arrivals and networks of public transportation. Therefore, they also used Google Maps for the 
walking part of their journey or for just locating a location on the map. It is interesting that they 
used Google Maps to locate the location in first place and then they moved to qando to see the 
route they had to take. However, there is also a map on qando, which was mentioned only by 
one participant (Mario). The map showed the stations and bike stations that are around your 
(desired) location. If one customized his maps settings, the qando map showed you even where 
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the public toilets are. An additional map could also be checked, when the results of the route 
were already given. Notably, for each transfer between types of transportation, there was a map 
to show the user where exactly he needs to go. The qando map uses a stationary line to show 
the way to the destination and a person's position does not move with him; it is fixed. However, 
that was later changed. Contrasting with qando, Google Maps has the navigation feature, which 
navigates you where you need to turn, and if the navigation option is disabled, one can still 
follow himself as a blue point on the map. The user´s map also moves in the same direction the 
user is facing.  
The reason why the users decided to switch to Google Maps to find a location or to move around 
the city is because they were already familiar with it. The participants found qando’s map 
confusing, as the layout or design was different and at the time of the research it did not track a 
person's movements.  
The participants of the focus groups were also asked to write down how many apps they use to 
move around Vienna. The analyses resulted that they used two apps the most: qando and Google 
Maps. Qando and Google Maps were used more or less daily. The use of the second most 
popular app, Google Maps, was determined after the use of qando and only or when there was 
a need to walk from the station to the destination or simply just to locate a place of interest. 
Those who were using bikes, added City Biker. Biking was only an option when the weather 
was nice or when they felt like changing their routine. They used the app to follow the biking 
routes and/or to find a bike station to hire a bike. Those who drove a car also added Car2go, 
which was a car sharing company. They used it to locate the parked car and the way to it. Also, 
additional apps were written down, such as Wiener Linien, ÖBB, A nach B. Wiener Linien is 
also a route planner from Vienna public transportation company, but it is for desktop computers. 
ÖBB is another route planner but from the Austrian Railway Company and this has also 
incorporated trains on a national level. A nach B is another app that shows the bike routes in 





4.2. Moving Around in a New City 
Moving from point A to point B in a city that is new to a person can be quite frustrating. 
Therefore, many rely on suggestions or guidelines from friends. Hanging out with other 
newcomers that were not familiar with the surroundings, a particular question was always 
raised. That was: How do I get there? Surely, this is a question that anyone could ask himself 
when thinking about going to a particular destination. One can also ask himself this question 
when he is already familiar with an area but doesn’t frequently visit particular parts of it. It is 
also a very ubiquitous question that the tourist asks himself when visiting a city. However, the 
latter usually comes and goes and perhaps some time later revisits the city. Someone who has 
been raised in an area also needs to figure out where things are as cities change, with new places 
of dwelling opening and the unluckiest ones closing all the time. Taking into consideration that 
the majority of city infrastructure (roads, trams, trains, underground) remains more or less the 
same, one only needs to think where a new location is in relation to previous knowledge of that 
area, and then perhaps to check on the map for the exact location. I invite the reader to think of 
how many times you were new in a city trying to get around and felt insecure and confused 
when finding the way? Not only this, but you probably got lost quite a few times while trying 
to get from A to B. Now imagine that you are living there as a student with study obligations, 
while also trying to visit all of the most famous and interesting points of the city as fast as 
possible as you are there only a limited amount of time. You need to get around even without 
knowing how the infrastructure works and where it leads.  
The majority of the participants sometimes felt hopeless, anxious, insecure, naive, and 
sometimes stupid and clueless. One reason for those emotions was not understanding the 
infrastructure, and the second reason was relying too much on technology. When technology or 
the used apps fail, a sense of despair can creep up the body.  
One of the findings of the analysis is that some people have never relied on their senses to get 
familiar with a neighbourhood, like having a stroll around their area or taking a different way 
to get to an already known location, just to get to know their surroundings. They didn’t want to 
feel unsafe or get lost; just thinking about being lost bothered them. The feeling of being lost 
was scary and mostly annoying. When someone has an appointment at a certain time and is 
running late, those feelings are comprehensible. The majority of participants became familiar 
with the route and frequency of public services and stopped using the app for routine trips, due 
to the learning process. They did, however, switch it on, when there was an inconvenience along 
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the way, as Mario would describe it as following: “It depends where I go. If I go to work, I 
don’t even think, I’m just on autopilot and like I shot down and I wake up at work.  I just don’t 
even remember how I got there. I just read and stuff. But if I go somewhere where I have never 
been, then I usually check the internet and use qando. If this doesn’t work I use the maps that 
are on the U-bahn stations. Just to control where I am and where I have to exit.” Jera, a 26 year 
old student from Slovenia, holds the same opinion: “I think is the same with me, the routine 
that you do to go to work or the places you visit every day, usually you don’t think. But then, 
if you are going to a new place … you pay more attention to the stops and the map and 
everything direction wise.”  
The need to check the app or the map fades away when it becomes routine. A mediator turns 
into an intermediary. The learning process and routine are basic aspects in creating a person’s 
habitus. The learning process takes place in two ways: wayfinding and complex metaphor 
(Ingold 2002). Wayfinding is a skilled performance that is the result of many relations formed 
through perceiving the environment. Complex metaphor is intertwined by the embodied act of 
moving around the surroundings, internalizing the path and way, also by the use of the map, 
which consists of a set of descriptions, locations and distances in a person's head. 
How do they find their way around? Do they follow maps or create their own knowledge of the 
city by getting lost and just walking around?  Do they use different apps and tools to help them 
moving around the city? How did the use of the application qando change their experience of 
the city? 
I asked the participants to reflect on how their experience of the city has changed after having 
started using the app qando? At this point, I want to add that other apps were available to get 
around Vienna, but this was an advertised application from the public transportation company, 
Wiener Linien, and the majority of the people I had talked to, were using this app. Sabina 
thought that her experience of the city has changed after starting using qando: “Before using 
qando, I was relying on maps. I also got lost many times. Using qando cuts in a way exploring 
the city but on the other hand, with the use of qando I started using more trams, S-bahns (fast 
trains) and other similar connections, which I didn’t really use before. So like, I rarely used S-
bahn.” Victor agrees with her: “Especially regarding S-bahns. I used to live close to Praterstern 
(one of the major city stations, where trams, buses, metro and regional trains stops), but it had 
never crossed my mind to use S-bahns, because I thought: If you are inside the city, you take 
the metro. Ok, I am from a village, but the thing is that after qando I am more aware of S-bahns 
and I consider them as a normal mean of connection within Vienna.”  
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Due to the app, the participants started to use the public transportation more effectively than 
they had been using it before. Some of them even started to use S-bahn – fast trains (S for 
schnell, which means fast in English) that connect the surrounding towns with Vienna and run 
through the city. Those participants who used the paper maps before switching to the app had 
the underground network memorised, as Racheal’s mind: “How my mind work is: like first is 
the U-bahn map and then I try to find the street around. So I was always walking from one U-
bahn station to the destination. And otherwise, I would now use maybe the tram from the U-
bahn station, but before I would just walk to the destination. Usually I check the internet and 
use qando, and if this does not work, I use maps, that are on the U-bahn stations - to check 
where I am and where I have to exit. ” And as Chrisostenis generalizes his experience: “The 
maps that I had used, always had also the metro map and it stuck in my head. Therefore I think, 
almost everybody has an U-bahn map in their head”. 
 
Image 6: U-bahn network map, S-bahn and regional trains connections 
 
Source: Wiener Linien2 
 
 





However, Mario pointed out an interesting thing about moving around only with the help of 
qando and public transportation:  
“As new in town, I must say it influenced me. I move around faster, it’s less frustrating and less 
work, but it also has a negative effect. In fact that I don't know the city that well and if you 
would put me in one spot without the map, I would be: I don't know where I am. Because I am 
usually underground, just transferring from A to B, I also don't walk that much to really get to 
know the city that I could find my way without public transport or anything. So I don't have a 
knowledge of the city itself, because I use the easiest way to transfer and this is a negative effect 
of the things. But the positive things are that I don't get lost, I don't get frustrated and I get 
everywhere fast.”  
The majority of the newcomers in town used geographical maps, either a digital map or a paper 
map, to move around at the beginning. Before starting to use qando and relying on its 
suggestions, they actually said that they explored the city more because they did not use the 
shortest transport connection to get to the destination and they saw other parts of the town by 
walking. Almost all of them said that they became more familiar with areas whereas, prior to 
qando, they got lost and/or just walked around and obtained reference (orientations) points. 
Even if they admitted that they didn’t know the city very well due to the lack of walking, they 
acknowledged the importance of qando and other applications in joining the public 
transportation systems and moving around the city faster. But there are also negative effects in 
using the apps; Victor thinks that the use of the map helped him to learn the city better and after 
start using qando that has changed:  
“Using maps helped me to learn the city better. Now, there are many parts of the city that I 
don’t have an idea about. I mean, the 4th and 10th district, I don’t know how they look like. But 
you know, I just go there with the U-bahn (metro), up to the station, I do my job and then I 
leave. So, what I could say is that, I don’t know so much Vienna as before. I just know specific 
parts of Vienna that I used to know before qando. And now for example, when I have to do 
something in 10th or 4th, I just ask the Routeplanner to make a route for me, I go, I do the job 
and then I take the same route to go back. But before I used to take a tram, then another tram, 







Anja and Jera agree that paying attention to the surroundings, either by walking or by public 
transportation, is the most important way in getting to know the city better. Anja said: “It’s a 
lot about paying attention to things. For example, when you have your phone with you and you 
use the application, you just focus on it. You don’t pay attention to your surroundings of course. 
And then you don’t really learn the streets.” Jera thinks that one learns the most in the wayfarer 
mode: “I guess you learn the most by just walking around and then things stuck in your head at 
some point.”  
One participant wanted to figure out his way by exactly just walking around. He is the only one 
of the participants that relied on his senses, understood as wayfinding, when he moved to 
Vienna. The wayfarer embodies his skills and knowledge gained through experience in 
knowing where to go (Ingold 2011). Unfortunately, he failed. He could not figure out his way 
just by walking, he got lost every time. He became annoyed and started using Google Maps. 
But when I asked Sergej if by now he had orientation points to get around, his answer surprised 
me, he said: “I don't need orientation points, I have the plan or net of the street in my head." I 
thought that due to his previous experience of walking around and getting lost, he would create 
some orientation points and combine the gained perceptual experiences and storytelling (in 
other words the learning process).  
While others used maps because they did not want to get lost or experience the emotions that 
were already mentioned above, some of them felt quite sentimental about getting lost. Like 
Chrisostenis: “Because sometimes I like the feeling what is next, the feeling of little bit lost.” 
Victor was one who contributed most to the debate and he said: 
 “I feel sometimes that I don’t have the right to lose myself inside the city. At the beginning I 
was an Erasmus student, I didn’t have a job and not many duties. I didn’t use to study much, so 
when I wanted I would have taken a tram and go somewhere. If qando would not work at that 
time, it would not create such a problem. But now, when I feel that I'm going to lose my way, I 
just automatically put out my phone, tap on the app and use it. So I think too much of using 
qando does not let you live the city. I mean as far as I have my phone, I am quite sure I will 
never learn how 4th and 10th district look like.”   
On the other hand, some people like to have everything planned, like Spiridoula, 25 years old 
from Greece: “I always plan my routes if I go somewhere. I like to plan my trips. Always. I 
don't like to be lost or to feel I might get lost. But this is not the reason I'm planning the trip. 
The reason is that I'm too lazy. I want to have the fastest and easiest way. ”  
The above statements show that moving around the city is moulded by a person’s own 
embodied knowledge, experiences, values, emotions and principles. It is their choice how they 
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are going to move around. They have geolocation apps available that show them the way and 
they can use them whenever they want, unless a problem arises with the app.  
A person in new surroundings will combine different tools to move around. He selects a 
combination of affordances from different apps, public transportation networks and strolling. 
Many of these people, however, admit that while relying on apps or making routine trips, they 
don't pay attention to other things and don’t get absorbed in the surroundings, but this does 
depend on the reason for travel and the time available.  
The focus group participants (newcomers in the city) were more or less map-users from the 
beginning. The mind map, derived from the maps, perceived surroundings, gained experiences 
and created stories, turned into an “inhabitant” map, a map that it is not really thought of but “it 
is just being done” (Ingold 2002). Through experience and practice the participants widened 
their knowledge of the surroundings and moved freely without any help, which is part of the 
embodied knowledge gained through experiences. In addition, nothing less important are the 
experiences someone gained before moving to Vienna. The majority of the interviewers were 
from smaller towns than Vienna, some even from villages, but they had travelled before to 
bigger European cities. I interviewed Anna from Athens, Greece. In the interview, she reflects 
on her traffic experience in Athens and Greece:  
“There is no qando in Athens. There is this standard plan that never changes. And the buses 
really don't follow the plan. This is why in Athens someone can be pissed every day. They 
(buses) don't follow the routes. But there is a plan and if you want it, you can download it and 
have it on your phone. In Athens I'm going around with my car, because the transportation is 
crazy and I don't like it. The metro is really new. Because I come from Athens, I know how it 
is to be pissed and frustrated from the transportation. It can be a bad beginning of the day, to be 
lazy for work or similar. So here (in Vienna) it works really good … and there is less stress in 
my everyday life. One problem less. It's really important for me that I don't have to drive the 
car, to be in the U-bahn and able to read or thinking what I will do later and I take my time.  
By reading the map and following the app’s suggestion, a person visualizes and the place is 
brought closer, as one participant said: »it gets rid of distance«. Visualising the way to the 
destination creates a mind map that the user follows.  
            According to Ingold, a place is created by history, without attaining only one location, but it 
exists as one of the nodes in a matrix of movement (region) (Ingold 2002: 219). In other words, 
a place is made by people dwelling in a specific area. Many of the participants confessed that 
they were very much curious about the beginning of their stay and walked far more than when 
they settled in. They also spent more time on one type of public transportation before starting 
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to use qando, since they could not figure out the connections or where different modalities of 
transport could bring them. At the same time, the participants were actually moving and creating 
their own space and place. In relation to Ingold’s definition of place, it is a combination of a 
person’s own historical events of different itineraries and consists of nodes in a matrix of 
movement (Ingold 2002: 219), space is a combination of small places of social dwelling. All 
participants in the focus group and the ones from on-the-go participant observation had always 
enjoyed the social product of Vienna. Space is a social product (Lefebvre 1991) that consists of 
three practices or a spatial triad: spatial practice, representation of space, representational 
spaces. They are all intertwined, dynamic and open to changes. The participants with their 
spatial practices of daily routines and habits were not only engaging in living in society’s space 
but also creating it, while at the same time enjoying the representation of space and interpreting 
the representational spaces. When dealing with daily practices, a person is also engaged in 
social actions through movement. De Certeau delineated space and place in relation to mobility 
and stability (Certeau 1984: 117). Space is created by movement, through intersections of 
walking, driving, and riding. Place, on the other hand, is transformed into locations that hold 
elements of stability. Many of the participants thought that they got to know the city better 
before starting to use qando.  
Considering Michel de Certeau, the participants made the space by walking and also created 
place through visualisation. Participants were often engaged in spatial practices, experienced 
representations of space and representational spaces longer than they would have before having 
qando or different applications, which afforded information about the connections. This can be 
detected through their own narratives, when they said that they felt as though they didn’t have 
the right to get lost anymore. One of the participants even said that he doesn't know what is 
above underground because the metro is his only possibility to go to work. 
However, it would be unfair to say that they engaged more in spatial practices before using 
apps. The apps offered them new and different routes, less planning about how to get there, 







Spiridoula: “I had an appointment and I only checked the way to the location already on the 
bus. It said that I need to change to the tram and change to the bus, and I had to stop in one 
station to take again the tram. But the tram final destination was the same as the one of the next 
bus, so I didn’t have to change. But it was written that I have to. So I thought that probably the 
tram stops, somewhere closer to the other tram that I had to take. So, I got at out Nußdorferstraße 
and I was trying to find the tram 5, which I was supposed to take. But I could not find it. I 
started to ask people: “Do you know where the tram station 5 is?” And they were like: “I don't 
know, if there is a tram station 5 here.” Then I just started walking, it was a little bit frustrating 
but then I found another tram, tram D, and then I got out to another station that changes to tram 
5.  
Ana (author): “Why didn’t you look up the map, to see exactly where the trams station is?” 
Spiridoula: “No, I mean the app said I need to change from 38 to 5. But there was no map, 
where I can see, where exactly the station is. I didn’t know where to go.” 
 
Spiridoula’s trip took longer than she thought it would take. When she saw that something was 
confusing with the suggested route, she followed the app anyway. Then she did not find the 
exact stop at the same station, and she did not check the map, although it was available. She 
was in a hurry and asked a passerby who did not have much clue about it either.  
At this point, there are two facts that need to be highlighted. The first one is the trust the user 
has in the app and its suggestion. They are going to believe it, either for a common route or a 
less common one. The second is that she did not use all of the app features that it afforded. 
However, this is a problem with the design and discoverability within the app, and 
unfortunately, the latter can lead to an unsatisfied user and abandoning the app. In addition, 
sometimes the app failed due to technical problems. 
All of the modes of use are intertwined and complementary. Some of them used qando before 
leaving the house and some of them later, on the way or as they felt like it. A hypothesis was 
that the users of qando use the main functions of the app, Routeplanner, Monitor and network 
lines, but they don't frequently use other features and they combine the use of app qando and 
Google Maps. The geographical map shows the network line of your route but also the 
pedestrian way all the way to the destination. It turned out that the majority of my participants 
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did not use other features of the app and even further, they did not even use the qando map, but 
immediately switched to the Google Maps.  
By using the geolocation apps, a person is encouraged to feel at ease and rely on the apps to 
feel a sense of security, but the participants noticed that they did not even want to ask passersby 
for help. The app provides information of public transportation and the person’s position; it 
calculates the best way for the user.  
However, they did not perceive the qando map and/or they estimated that the map was too 
confusing. Besides that, they preferred to check the map on their phone, rather than ask a 
passerby (who sometimes was useless as it happened in the situation above) or to check the 
maps at the station (if they were nearby).  
 


















When there were technical problems within the app, they patiently waited and checked back 
with the app after some time had passed, as it was advised to come to the app later. Another 
frustration with using the app was that it did not find the typed destination. Participants 
acknowledged that there can be technical problems. 
There is another fact of extended agency, as I understand it, which was already mentioned a 
few times in this paper - participants plan their time. Anna from Greece, who was known to 
always be late: “This application helps me plan my time better and I think, I´m not as late as I 
used to be.” Anja has a different thought about planning her time: “Now you even don´t have 
an excuse anymore. “On the map it was like this, I turned into the wrong street.”, but now is 
“how can you be late and get lost, if you have all these apps?” 
One of the main uses of the application is organizing the user´s time so they can do something 
else with that time. When the routine is set, the journey continues as if being on autopilot. 
However, organizing time seemed to be a priority, but this is also what the geolocation 
applications are for, to organize the user’s time and journey effectively with as less stress as 
possible.  
Time is socially and culturally constructed. Alfred Gell in his Anthropology of Time (1992) 
presents and analyses various concepts of the early-age anthropologists, such as the 
differentiation between “We” and “Them”, linear and circular time conceptions, temporal 
cultural relativism, and makes his own contribution, saying that as humans we create time-maps 
that are social and cognitive co-dependent and co-created. That means that our spatial 
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perception also co-exists at the same time with the time perception. But our spatial perception 
(where we are right now) depends on an understanding of time. Gell follows McTaggert’s two 
different kinds of time, A and B series (Gell 1992: 151). Imagine the temporal map as a spatial 
map, where you consider a route to get somewhere. Not all the goals are possible. Therefore, 
we analyse all the routes and make a decision based on the analysis and selection. And that is 
the same with the temporal maps. Alfred Gell tried to build a bridge between philosophical 
approaches and cultural/cognitive approaches (1992: 320), in terms that anthropology should 
also consider time-maps in doing ethnographies. An anthropologist should take into account 
time-economics and time-geography. Time-geography can be seen as a study of time-budget 
and similar data, that influence a person's decision making in social activities or what needs to 
be done in real space-time (1992: 191). Time practices are always sociomaterial and the 
appropriation and adaptation technology in life creates new timescapes (Wajcman 2015: 33–
35). Judy Wajcman in her book Pressed Time (2015) inquiries into the role of technology in 
shaping people's experience of time. Is technology really to blame for the new modern 
temporality, what she defines as “pressed for time”? Wajcman emphasises that the perception 
of time has changed, that we feel there is not enough time due the embedded digitalization in 
our life. This applies to the use of smartphones in general, not only with the use of the 
geolocation apps. However, as mentioned before, qando and Google Map applications are 
connected with planning everyday life, if there is no routine journey. The focus group 
interviews gave me insight into how the users of qando and Google Maps use them for planning 
their trip and how they reach for the application immediately when there is an inconvenience 
or if they don’t know the way. While checking the application is definitely a quick solution, it 
also showed that the users don’t want to ask the passersby. They rely on the app to take the 
stress off planning, calculating, finding directions, connections, and best timetables. However, 
what happens if the app is wrong or you misread the information or take the wrong turn, finding 
yourself lost, frustrated and unfortunately stressed? They become stressed and rely on the apps 
to find the right way again. Organizing time is definitely connected to optimal use of the public 
transportation network and the affordances of the app. Moving around is connected with 
spending as little time as necessary on public transportation, without the feeling of being lost 








One of the reasons I decided to study anthropology was the possibility of connecting to my 
previous education in media studies, particularly in contexts of media discourse, but also due 
to the growing opportunity in applying anthropology to technology and its optimization for 
humans. During the course of studying anthropology, I came much closer to material culture 
and digital anthropology, as they explore the use of objects in everyday life. Therefore, I wanted 
to write my final thesis about technology and its impact on humans. When I moved to Vienna 
for an Erasmus exchange, the topic for my master thesis became clear, deriving from my daily 
use of public transportation and the geolocation app qando. I also noticed that I was not the only 
one among my student friends, the majority of who were also newcomers in the town or 
experiencing Vienna while taking part in various exchange programs. I thought: Ok, we use it, 
but does the use of qando change the way we experience the city since we use it frequently on 
a daily basis? Qando is a smartphone application from the Viennese public transportation 
company Wiener Linien, which offers real-time information with integrated timetables and 
service disruptions for the entire public transportation network to help the user navigate the city 
in comfort (Wiener Linien). However, it became clear almost at the start of the research that 
there were at least two geolocation application apps, qando and Google Maps, being used to get 
around the city. Researching how people move around the city with the use of different 
geolocation applications was more intriguing than I had expected. First, I wanted to apply the 
theory from STS studies, ANT and extended agency in the use of geolocation applications and 
public transportation. Because the main question was how the use of an application changes the 
perception of the city, I needed to study anthropological views on making place/space that, to 
be honest, are more abstract than I thought.  Several authors  (Certeau 1984, Lefebvre 1991, 
Ingold 2002) wrote about making space/place through walking, as the human perception of 
positioning themselves in their environment. Space is a social space that is created by social 
actions and dwelling of the people, institutions and infrastructure. Lefebvre (1991) defines 
space as a social product of spatial practices (daily routines and practices) that produce society’s 
space (place of dwellings), representations of space (they include professionals, academics, 
technocrats and institutions) and a representational space, which is lived through associated 
images and symbols that are produced by inhabitants, users, and artistic and academic 
communities (ideals, imaginations, theory and visions). It is a space of intersections between 
the perceived-conceived-lived triad (Lefebvre 1991). In addition, for Manuel Castells, space is 
an expression of society and a material product between material products and social actions 
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that convey forms, functions and social meaning to the space (Castells 2010). Additionally, 
Castells recognized technology as an important factor in influencing financial, political, social 
and cultural processes in society. Therefore, he defined society as a networked society. All of 
the above authors agree that space is a social product that is formed by practice. Place is a 
familiar location with history; it is not just a location, but contains history (Ingold 2002). 
Similarly, de Certeau’s definition of place is defined by stability in contrast to movement, and 
when all of the elements of the practices in space define one location, it is a place (Certeau 
1984). In other words, while walking or being on the move we are moving in space and at the 
same time producing it, but this space comes a place when we make a location by making our 
history, through storytelling and dwelling. Spaces come and go, but places remain. The latter 
was also noticed in the narratives of the participants of the focus groups, when saying that they 
knew the parts of the city better where they got lost and/or where they would walk before the 
use of the geolocation application qando. This contrasts to those parts that they just travelled 
through or ran errands to then came back. Ingold described two ways of experiencing and 
mapping our surroundings. One is the wayfinding way, which is mapping through constant 
perceptual awareness and storing experiences (Ingold 2002). A representative of the typical 
wayfarer would be a member of an indigenous culture, who does not relate to cartographical 
conventions while moving around the map (2002: 154). He learned his way by embodied 
knowledge; he just simply knew where to go because he had learned it. Similarly, de Certeau 
(1984) describes a city walker as a flâneur, who is an actor and an observer of the city, who 
discovers the city by walking and enjoying it.  
As already mentioned, the participants enjoyed this time only at the beginning of their stay, 
when they were not settled into their own busy life in Vienna. However, to say that they didn’t 
use maps would be unfair, as each of them had either had a material map of the underground 
network or a digital map, Google Maps, to move around. Nevertheless, it was different because 
they were not time sensitive and they made connections in spaces of dwelling. The use of the 
map and wayfinding strategies is an intertwined learning process that creates a mind-map. 
When using a map one follows the line and has a set of descriptions of the objects, locations, 
places and distances in his head, even before he steps into the environment (Ingold 2002, 220). 
The mind map is always updating, but according to Ingold, once stored in the mind, we follow 
it.  
Humans have always used and moulded objects to make their own lives easier. The objects are 
used as an extended arm and also create changes in experiencing the space/world (Merleau-
Ponty 2005; Selinger and Engström 2007; Øvergård et al 2008).  According to the theory of 
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extended agency, an action is accomplished by the combined entity and efforts of human and 
non-human actors, which holds a moral responsibility on both sides (Hanson 2009). It is 
difficult to imagine what elements of moral responsibility there are in my case, but just imagine 
them in the assemblage of a human-gun or driver-car, the assemblage of two of them can kill 
but they also don’t. The theory rejects moral responsibility of the individual actor, extending it 
instead to an assemblage of both human and non-human actors (Dant 2004; Hanson 2009). 
However, the argumentation of moral responsibility of both actors is weak because a person 
changes during the assemblage. Additionally, the person is the one who is capable of thinking, 
learning, and morally and ethically evaluating. With the development of artificial intelligence 
and machine learning the possibility of attributing the moral responsibility to the entire 
assemblage looks stronger. 
According to the extended agency theory, the action is done only if the affordance of the non-
human actor is perceived by the human. A car can drive, but if we don't recognize it as a vehicle 
that can transport humans and other material things, we won't use it as a transporting device, 
but perhaps as a storage unit, because we recognize it as so. We also recognize it as a good 
place to stay dry, when raining. The use of the car and other objects depends on the recognition 
of their affordances. But what are affordances? An affordance is a property of material that 
needs to be recognized and perceived as a possibility to create an action. It can be a natural or 
man-manipulated/made material. This derives from the human positioning of its own place in 
the world and it is constantly changing, which makes perceiving the affordances relative 
(Gibson 1979). 
A smartphone affords installing a variety of applications, and the applications afford a plethora 
of action that it was created for. However, if the affordance is not recognized then the 
affordances won’t be used. But this comes down to their discoverability. How do they work, 
what will happen if I click there, where is the map? It is about the interaction between the human 
and the object. Discoverability depends on some psychological concepts (Norman 2013) and is 
based on our positioning in the world. From the latter we are able to decode and translate 
signifiers, which are perceived visible or audible indicators that communicate appropriate 
behaviour to a person (Norman 2013). Applying that to smartphones, the signifiers are marks, 
icons and arrows, which guide the users, while the application itself is an affordance. Users 
used mostly three affordances of the application qando. During the conversation in the focus 
groups it became clear that not all of them knew how to optimize their search options. At the 
end of one of the focus groups when I asked them what they would change or if they had any 
suggestions, someone said that it would be good to mark where the toilets are. That option was 
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there, among many other public services (library, hospital, hotspots, museum, theatres, police, 
swimming pools, parks, etc), but because they did not use qando´s map, they did not know 
about this option in the optimization of the features one can see on the map. There is also an 
additional one or two maps when the search engine gives the results and one clicks on the 
desired suggestion, but which the majority of users didn’t use. It comes down to discoverability. 
When I asked them to write down what they use qando for, it more or less came down to just 
the second and third option, while the signifier “Favourite”, which is listed first on the app, was 
not even mentioned.  
Users first found the unknown location on Google Maps and then they would put the exact 
address or location in qando to show them the way. Google Maps has nowadays access to 
Wiener Linien geodata and schedule data and therefore, reasons for using these two applications 
may be different.  At the moment of my research they were combining a few applications to 
move around the city. However, the most important assemblages were qando, Google Maps 
and the user, and of course the public transportation, that runs more or less smoothly.  
Some components of ANT were almost ruled out at the beginning of the research, and that was 
the public transportation network, because it is a perfectly functional network and therefore it 
does not create any other important social action. In ANT, this is called an intermediary. 
Furthermore, some assemblages are attended only from time to time and they are regarded as 
black boxes. The black boxes are attended only when something goes wrong (Dant 2004, Latour 
2005). Example: the station from which a person usually departs to work is closed, and he needs 
another way (black box); the app solves this problem by suggesting another route. The different 
route would be black boxes, but using the app is not. However, if it’s a routine it falls under the 
term intermediary. ANT seems to be a holistic approach, but due to the lack of consideration of 
daily life and routine between humans and technology it is a confusing theory. Moreover, even 
though ANT regards both human and non-human actors as heterogeneous actors, the latter lacks 
intentionality, similar to the case of extended agency where the non-human agent lacks moral 
responsibility. Using ANT as a method in following social action is ambiguous because only 
the human is an active actor, and technology, operated and developed by humans, supports the 
network of public transportation and of apps that run smoothly. However, I tried to describe the 
modality and reasons for using the public transportation and the geolocation apps when moving 
in the city.  
While researching about methodology it became quickly obvious that with traditional 
ethnographic methods I could not research some aspects of the study. This comes down to a 
few facts. The first fact is researching the perception of making space/place. I enjoyed walks 
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and rides on the public transportation together with my participants, watching them react to the 
situations that occurred, and also conducting informal interviews. I conducted few semi-
structured interviews, but they didn’t bring much insight into the interviewer’s use of the 
application and how they create their own space/place. However, I looked for more reflection 
on the use of the app and how the app interferes with moving around the city. I observed the 
behaviour travelling with the participant, but I didn’t get this information from the interviews. 
Due to the above mentioned reasons, I decided to conduct two focus groups and hoped that a 
debate on the different use and appropriation of the app would develop.  
The findings showed that the use of the apps and the perceived affordances are really 
subjective.  How people are going to move around the city depends on different factors, that 
are not only subjective but also objective, e.g. public transport infrastructure, weather 
conditions, and the level of skill in using technology such as smartphones. Some of the users 
were better at using the app qando and were more interested to research it, while others did not 
find it so important and gave little thought to it. Some participants liked to get lost or stroll in 
the city, while others liked everything planned. While they were familiar with Google Maps, 
they still needed to get to know the application qando and using it influenced them. After 
starting to use the application qando they used more varied means of public transportation than 
before and their use of public transportation was more diverse. They started to walk less because 
of this and they travelled around the city faster than they did before. The app offered them new 
and different routes, less planning about how to get there, easier visualisation and also a sense 
of comfortability. 
They admitted to knowing parts of the city where they walked or strolled in the past better than 
before using qando. This comes down to the fact that as a newcomer one needs to figure out the 
connection of the trams, buses and S-trains, but before using qando they were familiar only 
with the underground network plan, which is printed on every map. Using the public 
transportation and the qando app made them free of thought and less stressed, because they just 
followed the app’s suggestion. This is probably also why they didn’t pay attention to the 
surroundings, because the suggestion of the app gave them a sense of security that they wouldn’t 
get lost. Some participants liked to have everything planned and were confused when the app 
showed the wrong suggestion. However, they were also confused when they could not read the 
map on Google Maps correctly. If there was a disruption on the way, users would refresh or 
update their search and would transfer to an alternative means of transport. Due to technical 
problems with the app qando, it can also show wrong suggestions. Instead of relying on their 
senses or previous knowledge or on asking passersby, they preferred to figure the way by having 
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a look on the digital map on their phones because that saved time. The use of qando decreased 
when a routine was established and when there was a need to walk. In that case, they switched 
to Google Maps for the walking part. They did that because they didn't like the design of the 
qando app and they were more familiar with Google Maps design and generally found it better. 
The latter is connected to unsatisfactory user experience of the qando app.  
More to that, the findings are also concerned with automation complacency and automation 
bias, described by Nicholas Carr in his book The Glass Cage (2014). Automation takes the 
workload from us and frees our headspace from a specific task, making space for other tasks. 
That can also be detected from one of the participants, who said that he is on autopilot when 
travelling to work. Automation complacency and bias are closely related and they both creep 
in when we rely too much on technology. Complacency could be described as abandoning skills 
due to automation. It happens when people don’t practice and develop their skills because of 
automation so when a problem occurs they act irrational and confused. The automation bias 
manifests in people taking the result of data offered by technology as irrefutable and always 
right, and consequently they ignore or discount other sources of information or their senses 
(Carr 2014: 63–67). There were several examples in this paper of both complacency and bias 
of automation. 
There would probably be no difference in using qando and other geolocation apps, e.g. Scotty, 
ÖBB, A nach B, that also show the itineraries and real time information of the public 
transportation, because the users were new in the city and needed to learn how to get around. 
The findings show that they are used to combining the two apps.  
In researching the topic of making space and place with the use of the app, I wanted to apply 
the anthropological research methods to technology. I found it challenging as at that time not 
much was written about it and I was also not familiar with research methods that applied 
quantitative data to ethnographic research, known as well as data ethnography. Smartphones 
and other technologies are already ubiquitous but the development of research methods is still 
relatively new and there are a lot of possibilities to link them with different fields of studies. I 
would like to continue developing the field of applied anthropology and interdisciplinary fields, 
in which ethnographical findings can be applied to develop socially responsible technologies, 







V magistrskem delu sem raziskala, zakaj in kako udeleženci raziskave uporabljajo 
geolokacijske aplikacije. Te pogosto prevzamejo vlogo vodilnega akterja pri hoji in vožnji po 
mestu, predvsem pri oblikovanju še nepoznanega prostora oz. kraja. Raziskava je pokazala, da 
so udeleženci raziskave sočasno uporabljali dve geolokacijski aplikaciji, qando in Google 
Maps. Glavni izsledek tega dela je, da posameznikove izkušnje ne vplivajo le na zaznavo in 
učenje o prostoru, temveč tudi na zaznavo in uporabnost  aplikacij. V magistrskem delu 
izpostavim nekatere koncepte in akterje v razmerju med človekom in tehnologijo. Z 
antropološkimi metodami sem skušala ugotoviti, kateri so ustrezni načini za raziskovanje 
uporabe mobilnih aplikacij.  
Ideja o temi magistrskega dela, v katerem razpravljam o gibanju po mestu s pomočjo 
geolokacijskih aplikacij, se mi je porodila med študijsko izmenjavo na Dunaju.  Moji študijski 
kolegi in prijatelji, ki so se na novo priselili na Dunaj, so se pogosto zanašali na pomoč 
geolokacijskih aplikacij pri odkrivanju in premikanju po mestu. V pogovorih s prijatelji in 
opažanjih sem ugotovila, da si marsikdo od njih skoraj ne upa narediti koraka, ne da bi pred 
tem preveril pot na aplikaciji. Sklepala sem, da to počno zato, ker je bil Dunaj za njih novo in 
nepoznano okolje, za razliko od domačinov in tistih, ki tam živijo že dlje časa in Dunaj boljše 
poznajo. Ker se je njihovo poznavanje mesta sčasoma spremenilo, aplikacijo pa so še zmeraj 
uporabljali, sem sklenila, da raziščem ta pojav. Sprva sem bila osredotočena na aplikacijo 
qando, saj so jo ljudje največkrat omenjali v pogovorih. Qando je geolokacijska aplikacija, ki 
podaja informacije o javnem prometu na Dunaju. Aplikacija navede pot, čas odhoda in prihoda 
različnih javnih prevoznih sredstev od začetne do izbrane končne lokacije.  
Posvetila sem se vprašanju, zakaj in kako ljudje uporabljajo geolokacijske aplikacije v mestu. 
Udeleženci raziskave so se na novo priselili na Dunaj in so mesto v času raziskave šele 
spoznavali.  Zanimalo me je njihovo poznavanje mesta pred in med uporabo aplikacije qando. 
Teoretični del magistrskega dela je tematsko razdeljen na dve enoti. V prvi enoti se posvetim 
konceptom o zaznavanju in oblikovanju prostora in kraja, v drugi pa pojasnim razmerje med 
človekom in nečloveškimi objekti po načelih poosebitve in podaljšane tvornosti (angl. extended 
agency). Na podlagi teorije akter-omrežja (ANT, angl. Actor-Network Theory) opredelim 
akterje, ki sodelujejo pri gibanju po mestu. ANT je koncept, ki izvira iz sociologije znanosti in 
tehnologije (angl. sociology of science and technology – STS), ki skuša določiti različne akterje, 
tako človeške kot nečloveške, in spoznati njihova razmerja, ki skupaj ustvarijo družbeno akcijo.  
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Najprej sem za potrebe svoje naloge morala spoznati, kako ljudje zaznavamo in oblikujemo 
prostor. To tematiko sem v prvem delu teoretičnega dela obravnavala z vidika različnih 
avtorjev; med njimi je Tim Ingold (2002), ki opredeljuje dva načina oblikovanja prostora. Prvi 
je »staroselski« in temelji na pripovedovanju zgodb o prostoru, ki določajo kraj. Drugi način 
temelji na kartiranju prostora z miselno ali dejansko karto. Lefevbre (1991) podobno kot Ingold 
meni, da vsaka družba ustvarja edinstven prostor in ima specifičen način njegove »produkcije«. 
Prostor je tudi odraz družbe, pravi Castells (2010); je materialni izdelek, ki nastaja z 
materialnimi proizvodi, vključno z ljudmi, ki s pomočjo družbenih dejanj izražajo načine, vloge 
in pomene ustvarjanja prostora. Michel de Certau (1984) je opredelil prostor in kraj v povezavi 
s hojo po mestu. Prostor je zanj namreč fluiden, mobilen, je venomer v toku in je soustvarjen z 
različnimi vektorji smeri in hitrosti ter s časovnimi spremenljivkami. Hoja je po njegovem 
mnenju odraz pomanjkanja kraja oziroma nikoli končan proces odsotnosti v iskanju primernega 
kraja. Premikanje tako multiplicira in oblikuje mesto, ter s tem ustvari pomembno družbeno in 
skupnostno izkušnjo (1984: 103). Poglobljen vidik zaznavanja in ustvarjanja prostora je 
namenjen temu, da bolj preprosto razumemo interakcijo udeležencev raziskave s premikanjem 
po mestu.  
V nadaljevanju teoretskega dela sem se osredotočila na razmerje med človekom in tehnologijo, 
predvsem na poosebitev in podaljšano tvornost pri uporabi tehnologij ter prevoznih sredstev in 
tudi na prepoznavo akterjev, ki sodelujejo pri gibanju po mestu. Prelaganje opravil na 
tehnologije in pridobivanje informacij z njihovo pomočjo sta pomemben del sodobnega bivanja. 
Za tehnologijami stoji človekov um in telo, pri čemur telo in um seveda nista ločena; hkrati se 
priučita, kako postanemo del družbe, kako znotraj nje delujemo in prevzemamo naloge ter se 
prilagajamo novim načinom delovanja in bivanja. Če za primer vzamemo vožnjo s kolesom ali 
avtomobilom, ugotovimo, da enkrat, ko se privadimo in priučimo vožnje, tega opravila ne 
pozabimo tako zlahka. Res pa je, da se tudi vožnja z avtomobilom spreminja, razvija in 
nadgrajuje glede na razvoj tehnoloških rešitev (Dant 2004; Merleau-Ponty 2005; Bullington 
2013). S pomočjo tehnologij zaznavamo in soustvarjamo prostor drugače, kot bi ga brez njihove 
uporabe. Teorija podaljšane tvornosti, ki jo uporabljam kot podlago v tem segmentu 
magistrskega dela, tako zagovarja stališče, da je družbena akcija dosežena s povezovanjem 
človeškega in nečloveškega (tehnološkega) akterja. Če do družbene akcije pride zgolj takrat, 
ko se združijo ljudje in tehnološki akterji, potem agencija oz. namembnost družbene akcije 
pripada vsem akterjem, in ne samo enemu, na primer človeku. Primer takšne soustvarjene 
družbene akcije je uporaba geolokacijske aplikacije pri iskanju povezav javnega prevoza. 
69 
 
Uporabnike zanima, kako pridejo od ene točke do druge ob točno določeni uri, aplikacija pa 
jim ponudi možne rešitve.  
V magistrskem delu sem identificirala več akterjev, ki sem jih opredelila po načelih teorije 
akter-omrežja oz. ANT. Kot omenjeno, ta teorija opredeljuje odnos med akterji in omrežjem 
ter trdi, da družbene akcije ustvarjamo s povezovanjem živih in neživih akterjev (npr. ljudi in 
stvari), kar je podobno kot podaljšana tvornost, le da vključuje več akterjev, ki soustvarjajo 
družbeno akcijo. ANT podobno kot podaljšana tvornost upošteva materialne objekte in živa 
bitja kot enakovredne akterje (Dant 2004). To pomeni, da združitev uporabnika ter 
geolokacijske aplikacije ponuja informacijo o mobilnosti, združitev uporabnika ter javnega 
prevoza pa mobilnost. Mobilnost je združena tudi pri ostalih entitetah, ki soustvarjajo javni 
prevoz. Vidne entitete so na primer tuneli, tramvajske proge, ceste in ulice, nadzemne in 
podzemne postaje itd. Nevidne entitete pa središča za mobilnost in varnost, kjer se zbirajo 
informacije o javnem prometu. 
Če situacijo analiziramo še podrobneje, ugotovimo, da mora imeti uporabnikov pametni telefon 
nameščen operacijski sistem, ki podpira uporabo aplikacije in je dovolj zmogljiv. Ko je 
aplikacija nameščena na telefon, je za dostopanje do nje potrebna tudi internetna povezava. 
Uporabnik se mora tudi naučiti, kako uporabljati aplikacijo, da pridobi informacije. 
Uporabniški vmesnik mora biti oblikovan dovolj natančno, jasno in razumljivo, da lahko 
uporabnik ponudke (angl. affordances) pravilno razbere. Kaj pa se zgodi, če aplikacija ne dela 
ali uporabnik ne zna uporabljati aplikacije? Mobilnost sama po sebi zato še ne bo nujno 
prekinjena, morda bo za uporabnika le manj optimalna. Poleg tega so vse postaje javnega 
prevoza opremljene z urniki in zemljevidi, po katerih se lahko posameznik orientira in pridobi 
informacije glede njegovega potovanja. 
Na eni strani obstaja omrežje javnega prevoza, na drugi pa uporabnik javnega prevoza in 
aplikacij. Omrežje javnega prevoza ima namen, da potnikom ponudi neprekinjeno in 
enostavnejšo pot do željenega kraja. Ker je omrežje dobro utečeno, deluje celo, če pride do 
okvare na omrežju ali zastoja v prometu. Namreč takrat ponudi alternativne poti, kar po ANT 
sodi v kategorijo vmesnikov (angl. intermediaries). Med vmesnike Latour (2005) vključuje tiste 
združitve družbenih akterjev, ki delujejo sami po sebi, tudi ko na omrežju kaj zataji. Zaradi tega 
spadajo vmesniki pod kategorijo črne skrinjice (angl. black box); to pa so povezave, ki 
nastanejo, ko na omrežju kaj zataji in so uporabljene zgolj občasno. Med vmesnike sodijo tudi 
rutinska opravila, ker ne prinašajo nobenega dodatnega vnosa ali donosa za akterje.  
Mediatorji (angl. mediators) pa so tisti akterji, ki s svojim vstopom v omrežje ustvarijo 
spremembo. V našem primeru je bil mediator pogovor s prijatelji o uporabi aplikacije qando, 
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ki je udeležencem olajšala način potovanja z javnim prevozom. Čeprav je cilj tudi tukaj znan, 
je pa način uporabe spremenjen. S pričetkom uporabe aplikacije qando so uporabljali več vrst 
javnega prevoza in se zanašali na rešitve, ki jih je ponujala aplikacija, niso pa več sami 
preračunavali smeri. Ko se je uporaba aplikacije zaradi vzpostavljene rutine zmanjšala, se je iz 
mediatorja pretvorila v vmesnika. Pri uporabi javnih prevozov se pogosto zgodi, da se ljudje 
navadijo intervalov in poti, ki jih uberejo, da pridejo do vsakodnevne, že znane destinacije. Le 
ta postane rutina, zaradi česar pogosto opustijo uporabo aplikacij. Po njih znova posežejo šele 
takrat, ko jih pot zanese na nepoznano lokacijo oziroma v okolje, kjer se še ne počutijo domače. 
Omrežje javnega prometa je stabilno omrežje, vmesniki in mediatorji pa vnašajo nove akterje 
v to omrežje in s tem ustvarjajo nova omrežja. Aplikacija in njena uporaba povleče s seboj 
učinkovitejšo uporabo javnega prevoza, obenem pa uvedba aplikacije prinese druge akterje 
(ustvarjalci aplikacije, aplikacijo, programska oprema, uporabnike aplikacije). Omrežje 
javnega prevoza bo ljudi pripeljala na cilj, akterji na drugem omrežju pa bodo izbirali način, 
kako ga bodo javni prevoz uporabili.  
Po ANT izpade omrežje javnega prometa iz obtoka aktivnih akterjev v izvajanju družbene 
akcije, ker je stabilna. Sama menim, da le to ni pravilo, saj ravno dobro utečen javni promet 
ponuja lažje gibanje po mestu, kar je v bistvu cilj združitve akterjev (omrežje javnega prevoza, 
aplikacija in uporabniki javnega prevoza). Tukaj se skriva dvomljiva plat ANT, saj pozablja na 
rutine vsakodnevnih opravil in dinamike odnosov družbenih akterjev pri doseganju družbenih 
akcij (Dant 2004).  
V naslednjem delu razložim metodološka izhodišča za izvedbo empiričnega dela raziskave. Za 
raziskavo sem uporabila uveljavljene metode antropološkega raziskovanja, in sicer opazovanje 
z udeležbo, polstrukturirane in nestrukturirane intervjuje, poleg tega pa sem izvedla tudi dve 
fokusni skupini. 
Pri izvedbi empiričnega dela se je izkazalo, da je težko spremljati uporabo aplikacij izključno s 
kvalitativnimi metodami. Opazovati navade posameznikov in njihovo uporabo telefonov, ne da 
bi s tem vstopila v njihov osebni prostor in s tem vplivala na uporabo, je bilo zahtevno, zato 
sem ta pristop na neki točki opustila. Fokusni skupini sta pokazali, da so uporabniki med seboj 
primerjali svoje izkušnje. Poleg tega se je pokazalo, da vsi ljudje ne zaznavajo enako ponudkov 
v aplikacijah. Za boljše razumevanje uporabe aplikacij sem opravila spletni tečaj o oblikovanju 
uporabniške izkušnje, ki je pomembna pri oblikovanju mnenja o uporabnosti aplikacije oz. o 
zaznavanju njenih ponudkov. Ker so ustvarjalci aplikacije in sama aplikacija akterji v omrežju, 
se mi je zdelo smiselno poglobiti tudi v ta vidik nastajanja aplikacije.  
71 
 
V zadnjem delu povzamem rezultate empiričnega dela. Med raziskovanjem se je izkazalo, da 
uporabniki souporabljajo dve aplikaciji za premikanje po mestu, in sicer qando in Google Maps. 
Ena od ugotovitev je, da se uporabniki sklicujejo na predloge aplikacij, ne da bi pomislili, da bi 
lahko bilo pri tem karkoli narobe. To je, kot ugotavljam, tipična posledica samodejne uporabe 
tehnologije oz. njene avtomatizacije. To pomeni, da ljudje načrtovanje poti prepuščajo 
tehnologijam in s tem pridobijo več časa in miselnega prostora, da se posvetijo nečemu 
drugemu, zanje morda bolj smiselnemu. Na podlagi pričevanj, ki sem jih zbrala, je razvidno, 
kako ljudje sledijo napotkom aplikacij, nato pa so frustrirani in šokirani, ko jih aplikacija pusti 
na cedilu. Posledica avtomatizacije je, da ljudje opuščajo in izgubljajo svoje veščine in 
spretnosti, ker namesto njih to izvaja tehnologija. 
Večina uporabnikov, je povedala, da je njihovo premikanje po mestu in uporaba javnega 
prevoza postalo bolj optimalno, kot je bilo pred uporabo aplikacije qando. Google Maps kasneje 
uporabijo kot podporo premikanju z javnim prevozom in vmesno pešačenje. Poleg tega, z 
uporabo obeh aplikacij pridobijo bolj celovit pregled mestnega zemljevida in si tako lažje 
predstavljajo, kje se nahaja neka destinacija. 
Povedali so še, da javni prevoz uporabljajo bolj pogosto, kakor so ga pred uporabo aplikacij. 
Pred njeno uporabo so se večkrat odpravili na pot peš in porabili dalj časa, da so prišli do cilja 
z javnim prevozom, saj niso dobro poznali povezav javnega prometa. Zanimivo je, da so si s 
pomočjo karte podzemne železnice ustvarili miselno mapo, s katero so se orientirali po mestu. 
Pred uporabo aplikacije qando so imeli občutek, da so natančneje spoznavali mesto, saj so bili 
bolj pozorni na okolico. Takšno premikanje lahko poimenujemo tudi popotništvo (angl. 
wayfaring) (Ingold 2002), pri čemer sproti raziskujemo prostor in ga soustvarjamo s 
spominjanjem oziroma pripovedovanjem zgodb. Uporabniki hkrati priznavajo, da zaradi 
geolokacijskih aplikacij, kakršni sta qando in Google Maps, mesta ne spoznavajo več na takšne 
načine, kot so ga prej; poleg tega se tudi večinoma ne izgubljajo več, saj jih vodi aplikacija.  
Pogled z vidika zaznavanja uporabnosti aplikacije je razkril, da vsi uporabniki ne zaznavajo ali 
razumejo enako ponudkov, ki jih ponuja aplikacija. V tem primeru govorimo o ponudkih, ki 
izpostavijo določene besede in znake; ti imajo vnaprej določen pomen in uporabniku sporočajo, 
kaj se zgodi, če kliknemo oziroma pritisnemo nanje (Norman 2013). Različni načini zaznavanja 
in razbiranja ponudkov so prišli na plan med fokusnimi skupinami, med katerimi so udeleženci 
pripovedovali o svojih načinih in pristopih za načrtovanje premikanja po mestu. Izkazalo se je, 
da poleg prej omenjenih razlogov (pridobitev celovitega pregleda mestnega zemljevida in 
podpora pri pešačenju), obstaja več razlogov za souporabljanje dveh aplikacij, ki pa izhaja iz 
zaznave ponudkov aplikacije. Najpogosteje ljudje preferirajo Google Maps, saj aplikacijo bolje 
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poznajo in so nanjo navajeni. Nepoznavanje aplikacije qando je dodaten razlog, saj nekateri 
sogovorniki namreč sploh niso vedeli, da qando vsebuje tudi zemljevid, s katerim se lahko 
orientirajo v prostoru. Poleg tega so nekateri izrazili tudi nezadovoljstvo in nepreglednost 
zemljevida v aplikaciji qando. Glede na ugotovljeno lahko trdim, da posameznikove izkušnje 
in zaznavanje ponudkov v aplikaciji vplivajo na pogostost uporabe aplikacij. Sočasno je 
zaznavanje ponudkov še odraz uspešnega in k uporabnikom usmerjenega razvoja, ki so mu 
sledili snovalci in razvijalci aplikacije. 
Obenem pa so tudi tisti uporabniki, ki so že poznali pogostost prihodov in odhodov v javnem 
prevozu, uporabljali qando zaradi možnosti, ki jih aplikacija ponuja, kot na primer točen čas 
prihodov in odhodov in načinov prevoza. V tem primeru so bili navedeni predvsem situacijski 
argumenti: od vremenskih razlogov, do tega ali naj pohitijo ali naj zavlačujejo svoj odhod do 
postaje. Ne glede na poznavanje pogostosti prihodov in odhodov ter vzpostavljenih 
vsakodnevnih rutinah, jim je aplikacija qando takrat ponudila možnost točnih urnikov in 
obveščanje o spremembah. Ob tem lahko dodam, da v času empirične raziskave Google Maps 
ni imel na voljo podatkov o javnem prevozu na Dunaju, kar bi lahko s primerjalno raziskavo 
opozorilo na bolj ali manj pogosto (so)uporabo aplikacije qando. Obenem ni bilo možno slediti 
natančni časovni uporabi geolokacijskih aplikacij, saj izbrane aplikacije, s katero bi lahko sledili 
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